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IN THE UNITED STATES TRADEMARK OFFICE 

BEFORE THE TRADEMARK TRIAL AND APPEAL BOARD 

 

In Re: Serial Nos.  77/948,333; 77/948,895; 85/310,089 

 

Applicant’s Marks: VALHALLA GAME STUDIOS; VALHALLA GAME STUDIOS and 

Design; VALHALLA ENTERTAINMENT 

 

 

VALHALLA MOTION PICTURES, INC., 

 

 Opposer; 

 

              v.          Opposition No. 91204259 

          (parent case) 

VALHALLA GAME STUDIOS CO. LTD., 

 

 Applicant.  

  

  

 

VALHALLA GAME STUDIOS CO. LTD., 

 

 Opposer; 

 

              v.          Opposition No. 91206662 

 

VALHALLA MOTION PICTURES, INC, 

 

 Applicant.  

  

  

 

NOTICE OF FILING OF TRIAL TESTIMONY TRANSCRIPT OF 

PHILLIP B. KOBYLANSKI 

 Pursuant to TMBP § 703, Opposer Valhalla Motion Pictures, Inc. hereby submits for 

filing a copy of the deposition of Phillip B. Kobylanski taken on December 9, 2013, along with 

all exhibits attached thereto.   
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A certified copy of this transcript and exhibits attached thereto was previously served 

upon counsel for Applicant Valhalla Game Studios Co. Ltd. 

 

 

 

 

 

Dated: September 24, 2014    ______________________________ 

             Pamela D. Deitchle (CA SBN 222649) 

      pdeitchle@gracelaw.com 

      Grace+Grace LLP 

            790 E. Colorado Blvd., Suite 797 

           Pasadena, CA  91101 

           Telephone: 626.696.1555 

             Facsimile:  626.696.1559 

      Attorneys for Opposer Valhalla Motion Pictures, Inc.
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CERTIFICATE OF SERVICE 

 

 I hereby certify that a true and complete copy of the foregoing NOTICE OF FILING OF 
TRIAL TESTIMONY TRANSCRIPT OF PHILLIP B. KOBYLANKSI  has been served on 
September 24, 2014 by electronic mail, to:  
 

Marvin Gelfand 
mgelfand@weintraub.com 
Weintraub Tobin Chediak Coleman Groding 
9665 Wilshire Blvd., 9th Floor 
Beverly Hills, CA 90212  
 
 

        
         _______________________________ 
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      BEFORE THE TRADEMARK TRIAL AND APPEAL BOARD2

3

4

VALHALLA MOTION PICTURES, INC., )5
                                )
               Opposer,         )6
                                )
    vs.                         )  Case No. 912042597
                                )
VALHALLA GAME STUDIOS CO. LTD., )8
                                )
               Applicant.       )9
________________________________)
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                                )
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                                )
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                                )
VALHALLA MOTION PICTURES, INC., )13
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16
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              CSR No. 8569
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         IN THE UNITED STATES TRADEMARK OFFICE1

      BEFORE THE TRADEMARK TRIAL AND APPEAL BOARD2

3
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________________________________)

15

16

17

       TRIAL TESTIMONY OF PHILLIP B. KOBYLANSKI,18

 taken on behalf of Valhalla Motion Pictures, Inc.,  19

 at 3201 Cahuenga Boulevard, Los Angeles, California,20

 beginning at 10:10 a.m. and ending at 11:45 a.m., on21

 Tuesday, December 10, 2013, before Deborah R. Meyers,22

 a Certified Shorthand Reporter Number 8569.23

24
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APPEARANCES:1
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For Valhalla Motion Pictures, Inc.:3

     GRACE & GRACE, LLP4
     BY:  MICHAEL K. GRACE, ESQ.
     790 East Colorado Boulevard5
     Suite 797
     Pasadena, California  911016
     (626) 696-1555
     mgrace@gracelaw.com7
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For Valhalla Game Studios Co. Ltd.:9

     WEINTRAUB TOBIN10
     BY:  MARVIN GELFAND, ESQ.
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     (310) 858-7888
     mgelfand@weintraub.com13

14

15
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               LOS ANGELES, CALIFORNIA;1

        TUESDAY, DECEMBER 10, 2013; 10:10 A.M.2

3

                 PHILLIP B. KOBYLANSKI,4

         having been first duly administered an5

       oath in accordance with CCP Section 2094,6

         was examined and testified as follows:7

8

                   DIRECT EXAMINATION9

BY MR. GRACE:10

    Q    Good morning.  My name is Michael Grace, and11

I'm representing Valhalla Motion Pictures, Inc. in this12

opposition proceeding.13

         Do you understand that you're under oath?14

    A    I do.15

    Q    Could you state your full name for the record,16

please.17

    A    Phillip Bradley Kobylanski.18

    Q    Are you currently employed?19

    A    I am.20

    Q    Who employs you?21

    A    Valhalla Entertainment.22

    Q    How long have you been employed by Valhalla23

Entertainment?24

    A    Since 2010.25
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December 10, 2013Phillip B. Kobylanski

    Q    What's your title?1

    A    Creative executive.2

    Q    Can you describe your responsibilities as a3

creative executive.4

    A    I handle the day-to-day duties of Gale Anne5

Hurd's desk -- scheduling her meetings, handling her6

phones -- as well as working with our development slate7

and development team to develop features, TV projects,8

video games, comic books, and digital series.9

    Q    You said "features."  What do you mean by10

features?11

    A    Feature films.12

    Q    And can you describe what a feature film is for13

our board here?14

    A    It would be a film that is released in theaters15

or direct to video, or you could even -- I guess this16

would be different, but you could also do a TV movie17

within those as well.18

    Q    Who's your supervisor?19

    A    Gale Anne Hurd.20

    Q    How are the released TV series, feature films,21

and other products of Valhalla distributed?22

    A    It would depend on a case-by-case basis.  For23

our current TV slate, we have a deal with Universal24

Cable Productions as our studio.  So for the life of our25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO
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December 10, 2013Phillip B. Kobylanski

deal, all of our projects go through them as our studio,1

and then we find a network for them to be distributed.2

         Features, we don't have a deal.  So we can take3

them anywhere.  We would find a financier to pay for4

development and for the production, and then we would5

find a separate distributor.6

    Q    How are the products branded on release?7

    A    They would be branded as the company that --8

"Valhalla, who brought you The Walking Dead, now brings9

you" -- whatever the title would be.10

    Q    What is The Walking Dead?11

    A    The Walking Dead is our show that's currently12

airing on AMC based on the comic book.  We're currently13

in our fourth season.14

    Q    How have the ratings been for The Walking Dead?15

    A    I believe we're the highest rated -- definitely16

highest rated cable show but one of the highest rated17

shows, period, on TV.18

    Q    Can you describe the story behind The Walking19

Dead briefly.  What kind of story is it?20

    A    It's a post-apocalyptic story set in a world21

where zombies exist, and we follow the survivors in this22

world.23

    Q    Did it begin with a comic book?24

    A    It did.  It was a successful comic book for25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO
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several years that we then developed into a TV show.1

    Q    Has it been developed for other media?2

    A    It has.3

    Q    What other --4

    A    It has -- had a Web series.5

    Q    What's a Web series?6

    A    So it is a series of short stories with7

characters who exist in the same world as our show but8

have not yet appeared on our show, to expand the9

universe of the show.10

    Q    Does the Valhalla brand appear on the Web11

series?12

    A    I'm not certain.13

    Q    Does the Valhalla brand appear in The Walking14

Dead TV show?15

    A    It does.16

    Q    Where does it appear?17

    A    At the end credits.18

         MR. GRACE:  I would like to mark as Exhibit 5919

a one-page document bearing control No. VMP 13.20

         (Exhibit 59 was marked for identification by21

         the reporter and is bound under separate22

         cover.)23

BY MR. GRACE:24

    Q    Mr. Kobylanski, the court reporter has placed a25
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9



December 10, 2013Phillip B. Kobylanski

document marked as Exhibit 59 before you.  Take a moment1

to examine it if you would.2

         Do you recognize it?3

    A    I do.4

    Q    What is it, please?5

    A    That is our logo appearing at the end of an6

episode of The Walking Dead.7

    Q    Well, let's start at the top image.  What is8

the top image?9

    A    That is the logo for The Walking Dead.10

    Q    Is that for season 1?11

    A    It is.12

    Q    And when did it begin?13

    A    In 2010.14

    Q    Do you have a more specific date than that?15

    A    I don't know the specific date of the first16

airing, no.  Sorry.  I believe it was in October.17

    Q    Was there any publicity leading up to the18

airing in October 2010?19

    A    Yes.20

    Q    When did the publicity begin for it?21

    A    It may have begun earlier, but I know for a22

fact there was a panel at San Diego Comic-Con that23

summer.24

    Q    What is Comic-Con?25

Network Deposition Services, Inc.  networkdepo.com  866-NET-DEPO

10



December 10, 2013Phillip B. Kobylanski

    A    It's a large convention that celebrates comic1

books and entertainment properties where professionals2

can meet with fans and fans can see trailers and teasers3

for upcoming products.4

    Q    Do you attend Comic-Con conferences as part of5

your employment responsibilities at Valhalla?6

    A    I do.7

    Q    When was the first one you attended?8

    A    I attended in 2010 as an employee of Valhalla.9

I attended before that personally.10

    Q    Have you attended Comic-Con in San Diego each11

year since 2010?12

    A    Yes.13

    Q    And what's your purpose for attending?14

    A    To find intellectual property that we can then15

develop into a feature, TV show, video game, comic book,16

Web series.17

    Q    By "intellectual property," what are you18

referring to?19

    A    It could be a comic book.  It could be a video20

game property.  It could be a cartoon, a foreign21

television show.  Any number of things are presented at22

Comic-Con.23

    Q    How do you identify yourself when you're24

attending the Comic-Con conferences?25
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    A    I go up to the publishers, writers, artists,1

tell them I work at Valhalla.  Most of them will know us2

by name.  If they don't, then I remind them that we3

produce The Walking Dead.  There's instant recognition4

at that point, and we discuss both what we have that5

we're currently developing and projects that they're6

either currently working on or have available to be7

developed.8

    Q    At what point in time do you pass the referral9

on or the information on to someone else within the10

company?11

         MR. GELFAND:  Vague, lack of foundation.12

         MR. GRACE:  Let me strike that.  Let me start13

over.14

    Q    What's the next step in the process after15

you've identified yourself to a potential owner of16

intellectual property and raised the possibility of17

doing a deal with them?  What do you do then?18

    A    We trade information.  I'll write down a list19

of the titles that they're working on.  Then generally,20

if they don't have the product with them, they'll email21

it to me the following week.22

         Directly after Comic-Con, I try to update the23

development team on who I've met with and which24

properties seem like they'd be worth our time.  Then25
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December 10, 2013Phillip B. Kobylanski

once I get the properties, I vet them myself and share1

with the team anything that I think is of value.2

         At that point I continue the conversation with3

the writer, publisher, artist, over the course of the4

next year, in case they have any new products over the5

year that we can continue to talk about.6

    Q    Who's on your team?7

    A    Currently, there's Gale Anne Hurd; Stacey8

Levin; Meredith Ditlow; Jeff Nemon; Nico Bellamy; and9

Kor Adana, receptionist.10

    Q    Does anyone else attend the Comic-Con with you?11

    A    Yes.12

    Q    Who else?13

    A    Generally, we like to have the full staff.  I14

believe this last year, it was Stacey Levin, Meredith15

Ditlow, and Jeff Nemon and myself and Gale.  Lyndsey16

Miller also attended, but she handles our publicity.17

    Q    Are there other conferences that18

representatives of Valhalla attend as part of getting19

potential new materials and getting involved in the20

business?21

    A    We attend E3 every year.22

    Q    What is E3?23

    A    It's just like Comic-Con, but it's specific to24

video games.25
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December 10, 2013Phillip B. Kobylanski

    Q    Where is it held?1

    A    In Los Angeles.2

    Q    Have you ever attended yourself?3

    A    I have not personally.4

    Q    Who from Valhalla has attended?5

    A    Ben Roberts and Kris Henigman would attend6

every year when they were here.  And this last year,7

Stacey Levin attended with Lyndsey Miller.8

    Q    What's the purpose of attending E3?9

    A    Exact same thing as Comic-Con.  You are10

fostering relationships with the different video game11

studios, meeting with video game creators, and looking12

for IP and, at the same time, finding out if there's13

anything they need.14

    Q    You say finding out if there's anything they15

need.  What are you referring to?16

    A    Some video game companies, just like comic book17

companies, are looking for the next story to tell in18

their game.  So oftentimes they'll say we're looking for19

X, Y, or Z; if you have something in that range, we'd be20

interested in looking at it.21

    Q    Are you aware of any deals that have gone in22

that direction where Valhalla has provided the23

intellectual property content for what made it into a24

video game?25
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December 10, 2013Phillip B. Kobylanski

    A    Not off the top of my head.1

    Q    Is Valhalla in the comic book business itself?2

    A    Yes.3

    Q    What is it doing?4

    A    We've produced three comic books.5

    Q    What are the titles?6

    A    Anti, with the publisher 12 Gauge; The Scourge7

and Dead Man's Run, with the publisher Aspen Comics.8

         MR. GRACE:  And I'd like to mark as9

Exhibit 60 -- I'll actually give you the original book10

to be marked.11

         (Exhibit 60 was marked for identification by12

         the reporter and is bound under separate13

         cover.)14

BY MR. GRACE:15

    Q    The court reporter has placed the original16

comic book entitled "The Scourge" in front of you.17

         Do you recognize it?18

    A    I do.19

    Q    What is it, please?20

    A    It is our comic book that we did with Aspen21

Comics.22

    Q    When was it released?23

    A    September of 2010.24

    Q    Do you note the Valhalla brand anywhere on the25
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December 10, 2013Phillip B. Kobylanski

comic book?1

    A    Yes, our logo appears on the cover as well as2

the inside of the cover.3

    Q    For the record, let's try to be as precise as4

we can.5

    A    Sure.6

    Q    Page 1, in the upper left-hand corner, can you7

describe what mark belongs to Valhalla Motion Pictures8

that's depicted?9

    A    Okay.  On the top left corner of the cover, it10

is the Valhalla logo, the Valhalla Motion Pictures logo.11

    Q    And then on the second page?12

    A    Then on the second page, in the credit section13

at the bottom, the Valhalla Motion Pictures logo appears14

in red.15

    Q    It's in the lower center part area, right below16

the words "Vice president: Ben Roberts"?17

    A    That is correct.18

    Q    And does "Vice President: Ben Roberts" refer to19

a former employee of Valhalla Motion Pictures?20

    A    That is also correct.21

    Q    I'd like you to take a look at another comic22

book, Dead Man's Run.  We'll mark it as Exhibit 61.23

         (Exhibit 61 was marked for identification by24

         the reporter and is bound under separate25
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         cover.)1

         MR. GELFAND:  These documents don't have Bates2

stamps, Counsel?  They weren't produced as part of the3

discovery?4

         MR. GRACE:  They were -- these are the5

original, the original ones.  So I think they -- the6

comic books actually have been produced in the past, but7

this is a clean copy straight from the comic book.8

Little more photogenic.9

    Q    Have you had a chance to look at Exhibit 61?10

    A    I have.11

    Q    What is it, please?12

    A    It's Dead Man's Run, our comic published by13

Aspen Comics.14

    Q    Can you identify also here where the Valhalla15

brand appears?16

    A    On page 1 on the top left corner, just beneath17

the Aspen logo is the Valhalla Motion Pictures logo.18

    Q    And see the December 2001 date?  Is that the19

date when it was released?20

    A    December 2011.21

    Q    2011, sorry.  Yes.22

    A    That is correct.23

    Q    And on the second page, the inside cover of the24

comic book, is there another depiction of the Valhalla25
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brand?1

    A    There is.  In the top right corner, beside the2

Aspen logo, is the Valhalla Motion Pictures logo.3

         MR. GRACE:  I'd like to mark as Exhibit 62 a4

comic book "Anti."5

         (Exhibit 62 was marked for identification by6

         the reporter and is bound under separate7

         cover.)8

BY MR. GRACE:9

    Q    Have you had a chance to look at Exhibit 62?10

    A    I have.11

    Q    Can you identify it, please.12

    A    This is our comic book Anti that was published13

by 12 Gauge.14

    Q    Where is the Valhalla brand depicted?15

    A    On the cover in the top left corner, beneath16

the 12 Gauge logo, is the Valhalla Entertainment logo.17

    Q    And on page 2, can you identify the Valhalla18

logo?19

    A    On page 2, on the lower portion on the20

right-hand side, is the Valhalla Entertainment logo21

beside the text "For Valhalla Entertainment.  Gale Anne22

Hurd, Chairman.  Ben Roberts, Vice President."23

    Q    In the credits notice below, it has the words24

"Anti: FCBD Edition May 2012."25
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         Do you know if that was the date when this1

comic was published?2

    A    It was.  It was a Free Comic Book Day3

publication.4

    Q    Now, with respect to the comic books that5

you've just testified about -- Anti, Dead Man's Run, and6

The Scourge -- are those single publications or a7

series?8

    A    They were each limited series.9

    Q    And what do you mean by that?10

    A    The Scourge ran for, I believe, six issues.11

Dead Man's Run and Anti each, I believe, ran for four12

issues.13

    Q    Where were they distributed?14

    A    At comic book stores, and I believe they're15

also sold online.16

    Q    What was the purpose of Valhalla getting into17

the comic book business, if you will?18

         MR. GELFAND:  Objection.  Lack of foundation.19

BY MR. GRACE:20

    Q    You can answer.21

    A    To create intellectual property that we then22

control for television, features, video games, digital23

series.24

    Q    What has Valhalla done thus far to develop the25
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intellectual property that's depicted in these comic1

books?2

    A    For Anti, we are developing a TV show with the3

writer that we're currently working with our studio on4

for television.  Dead Man's Run, we're working with the5

writer on a feature take.  And The Scourge, we're6

currently looking for a writer to adapt it as a feature.7

    Q    I notice in your answer in each case, you8

referred to a TV show or a feature.9

         Why not start out with a video game?10

    A    For these particular projects?11

    Q    Yes.12

    A    We feel it's better to further develop the13

story before transitioning into a video game.14

    Q    Is transitioning into a video game part of the15

plan for developing intellectual property in these comic16

books?17

    A    Absolutely, if it makes sense for the property.18

I believe that Dead Man's Run in particular as well as19

The Scourge would make for great video games.  Anti20

could as well, dependent on how it's adapted.21

    Q    In your role particularly in the comic book22

world, how do you evaluate a property for its production23

value?24

    A    Whenever we're looking at a property, we25
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consider it for all aspects.  So we'll consider it --1

would it work as an ongoing series?  Would it work as a2

limited TV series?  Would it work best as an isolated3

feature film?  Would it work best as a video game?4

Would it work best as a comic book?5

         And we consider, A, is it best to introduce it6

in one of these forms?  B, is it best to start in one7

form and then work our way to the others, just as The8

Walking Dead has done?9

         But we always keep our mind open when looking10

at properties as to the best way of rolling it out to an11

audience and capturing the proper audience for that12

property.13

    Q    What is the audience that Valhalla is looking14

for?15

    A    We're generally most known with the genre16

crowd; so fans of comic books, fans of video games, fans17

of science fiction, of horror.  That's not to say we18

don't do dramas, period dramas.  We've even done19

comedies in the past.  But we're primarily known for20

audiences of E3 and Comic-Con.  That's our aim.21

    Q    What is that demographic in terms of age, sex?22

Are you familiar with that target?23

    A    Historically, it would be young male audiences.24

But Walking Dead has been a crossover success, and it's25
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kind of broken those boundaries.1

    Q    What's the young male demographic?2

    A    Historically, it would be 18 to 25.  But3

nowadays, I would say younger than 18.4

    Q    What is The Walking Dead demographic, if you5

know?6

    A    I don't know the exact statistics on it.7

    Q    I'd like to have you take a look at a document8

that's previously been marked in this case as9

Exhibit 51.10

         Have you had an opportunity to take a look at11

Exhibit 51?  It's got several pages.  So please take a12

look at it and make sure it's complete.13

    A    I have.14

    Q    What is it, please?15

    A    This is a list of all of the projects that our16

company or Gale Anne Hurd has worked on as well as the17

credits listed for each.18

    Q    Who prepared the document?19

    A    I was in charge of preparing this.20

    Q    And as you sit here today, does it appear to be21

correct, or are there some updates or changes that need22

to be made?23

    A    There are updates.  Anti has had a fourth issue24

released.  And The Walking Dead has had, I believe,25
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eight more episodes air.1

    Q    With respect to the company credit for The2

Wronged Man --3

    A    Yes, that should read "Valhalla Motion Pictures4

and logo."5

    Q    Well, when you say "Valhalla Motion Pictures6

and logo," can you describe that, please?7

    A    It's our logo of the ship with the crescent8

moon, with the text "Valhalla" underneath it.  And then9

underneath that, the words "Motion Picture" appear.10

    Q    Is it in motion sometimes?11

    A    It is sometimes.  I don't believe so in this12

case.13

         MR. GRACE:  Let me mark as Exhibit 63 a14

one-page document that says "Valhalla Motion Pictures"15

on it.16

         (Exhibit 63 was marked for identification by17

         the reporter and is bound under separate18

         cover.)19

BY MR. GRACE:20

    Q    Do you recognize Exhibit 63?21

    A    I do.22

    Q    What is it, please?23

    A    That is the Valhalla Motion Pictures logo.24

         MR. GRACE:  I'd like to mark a second document25
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entitled "Valhalla Entertainment" as 64.1

         (Exhibit 64 was marked for identification by2

         the reporter and is bound under separate3

         cover.)4

BY MR. GRACE:5

    Q    Do you recognize Exhibit 64?6

    A    I do.7

    Q    What is it?8

    A    That is the Valhalla Entertainment logo.9

         MR. GRACE:  I'd like to mark a one-page10

document that says "Valhalla Television."11

         MR. GELFAND:  As 65?12

         MR. GRACE:  65, yes.13

         (Exhibit 65 was marked for identification by14

         the reporter and is bound under separate15

         cover.)16

BY MR. GRACE:17

    Q    Do you recognize Exhibit 65?18

    A    I do.19

    Q    What is it, please?20

    A    Valhalla Television logo.21

    Q    So returning again to Exhibit 51, where it says22

"The Walking Dead" in the bottom of page 1 of23

Exhibit 51, there's a company credit that says, and I24

quote, "Valhalla Entertainment and animated logo."25
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         What is that?1

    A    That is an animated version of our Valhalla2

Entertainment logo in which there's motion on the ship.3

    Q    And so the document that you saw earlier today4

or that you identified earlier as being The Walking Dead5

logo was a still from that closing credit?6

    A    That's correct.7

    Q    Exhibit 59?8

    A    Yes.9

    Q    Turning to page 2, there are a series of titles10

that are indicated here, and the company credit is also11

identified.  Let's just do the one at the top there, the12

Choctaw Code Talkers (Documentary).13

    A    Yes.14

    Q    It reads, "Valhalla Motion Pictures and logo,"15

in the closing credits.  What is actually depicted in16

the movie at that point?17

    A    The Valhalla Motion Pictures logo.18

    Q    And that's Exhibit 63?19

    A    That's correct.20

    Q    And going to the bottom again, just for21

illustrative purposes, the Aeon Flux feature film from22

2005?23

    A    Yes.24

    Q    The company credit is identified as Valhalla25
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Motion Picture?1

    A    Yes.2

    Q    Is the logo part of that one?3

    A    I do not believe the logo appears.  I believe4

it just has the text.5

    Q    And then if we go to page 4 of Exhibit 51,6

there's an entry in the middle called "Armageddon7

(Feature Film) (1998)."  Do you see that?8

    A    I do.9

    Q    Are you familiar with that movie?10

    A    I am.11

    Q    What can you tell us about it?  What kind of a12

movie is it?13

    A    It was a summer blockbuster movie about -- I14

believe they were oil drillers who are sent into space15

in order to break up an asteroid before it collides with16

Earth, wiping out humanity.17

    Q    Was that the movie starring Bruce Willis?18

    A    It was indeed.19

    Q    How did it do?20

    A    It did very well.21

    Q    Do you have any rough figures as far as what22

the gross domestic take on it was?23

    A    I don't.  I know that it's -- at the time it24

was one of the most successful movies ever.25
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    Q    Did it gross more than $200 million?1

    A    I do believe so.2

         MR. GRACE:  I'd like to mark as Exhibit 66 a3

document bearing control No. VMP 7.4

         (Exhibit 66 was marked for identification by5

         the reporter and is bound under separate6

         cover.)7

BY MR. GRACE:8

    Q    Do you recognize Exhibit 66?9

    A    I do.10

    Q    What's the top frame?11

    A    That is the title credit for Armageddon.12

    Q    And what's a "title credit," for members of the13

board who might not be familiar with that?14

    A    It's when the name of the film appears on the15

screen for the first time.16

    Q    And it shows -- there's a little time sequence17

there, 00:03:00.  Does that have any significance to18

you?19

    A    That would mean it appears three minutes into20

the feature.21

    Q    And the second frame, can you describe that,22

please.23

    A    That is the Valhalla Motion Pictures logo.24

    Q    And where does that appear?25
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    A    30 seconds into the feature.1

    Q    A few additional questions, Mr. Kobylanski.2

         You've worked at Valhalla now for about three3

years; is that correct?4

    A    Three and a half years.5

    Q    Three and a half years.6

         Is there any procedure with respect to how7

telephone calls are answered, for example, by the people8

in the company?9

    A    So I would answer my line, "Valhalla, this is10

Phil."  The front desk generally answers, "Valhalla,"11

same as if somebody buzzes the door.12

    Q    Does the building where we are right now,13

Valhalla Motion Pictures building, bear the name14

"Valhalla"?15

    A    It does.  We have a large sign in front of our16

building.17

    Q    What does the sign say?18

    A    I believe it says "Valhalla Motion Pictures."19

    Q    Can you estimate for the board what the size of20

that sign is?21

    A    It's very large.  I have no idea.  It's large22

enough to see from a far distance.23

    Q    Where are the offices located?24

    A    At the intersection of Barham and Cahuenga.25
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    Q    Can you describe that intersection, please?1

    A    It's the intersection that basically links2

Burbank to the Hollywood area as well as Universal City3

area.  So there's a lot of traffic through it.4

    Q    Are there any movie studios in the area?5

    A    There are.  Universal, Warner Bros., Disney.6

CBS is just down the road.7

    Q    Would it be fair to say that thousands of8

people pass by Cahuenga and Barham every day with the9

opportunity to see the Valhalla Motion Pictures sign on10

the exterior of the building?11

         MR. GELFAND:  Objection.  Lack of foundation.12

         THE WITNESS:  I would say yes because it's13

visible on both Cahuenga and Barham.14

BY MR. GRACE:15

    Q    Do you normally drive here to work?16

    A    I do.17

    Q    Do you see the sign when you approach the18

building?19

    A    I do.20

    Q    How long has the sign been up?21

    A    For as long as I've worked here.22

    Q    More than three and a half years?23

    A    Yes.24

         MR. GRACE:  No further questions.25
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                   CROSS-EXAMINATION1

BY MR. GELFAND:2

    Q    Good morning, Mr. Kobylanski.  You know my name3

is Marvin Gelfand.  I represent Valhalla Game Studios.4

         You testified earlier that you have been5

employed by Valhalla Entertainment since 2010; is that6

correct?7

    A    That is correct.8

    Q    That's not quite accurate, is it?  Who was your9

employer when you first started?10

    A    Gale Anne Hurd.11

    Q    Was it Valhalla Motion Pictures?12

    A    I don't know the exact title.13

    Q    Do you know that Valhalla Entertainment did not14

start as an active company until late 2011?15

         MR. GRACE:  Objection.  Calls for speculation,16

lacks foundation.17

         THE WITNESS:  Do I still answer it?18

         MR. GRACE:  If you understand the question.19

         THE WITNESS:  I was not aware.20

BY MR. GELFAND:21

    Q    Well, you were the one who put together22

Exhibit 51; correct?23

    A    Correct.24

    Q    And you saw the different logos of Valhalla25
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Motion Pictures on various products; correct?1

    A    Correct.2

    Q    And then you saw at some point in time it3

changed to Valhalla Entertainment on certain products;4

right?5

    A    Correct.6

    Q    Now, the logos that you referred to like the7

logo at the end of Walking Dead -- let's take a look at8

Exhibit 59 for a second.9

         The logo is listed at the 1:06:56 point of the10

film or the television show; right?11

    A    Correct.12

    Q    How long does it actually stay on screen?13

    A    I don't know the exact time.14

    Q    It's not more than a second or two, is it?15

         MR. GRACE:  Objection.  Calls for speculation.16

         THE WITNESS:  It may be different from season17

to season, but it's only a few seconds at most.18

BY MR. GELFAND:19

    Q    And that's true for motion pictures as well?20

    A    It would vary, I believe, from film to film,21

but I'm not sure.22

    Q    But at the most it's a few seconds?23

    A    Correct.24

    Q    You prepared Exhibit 51, and you put down the25
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various credits, the company credits, on each of the --1

again, the projects or products; correct?2

    A    Correct.3

    Q    And you noticed that when you prepared4

Exhibit 51, there are no company credits at all on any5

of the video games; right?6

    A    Correct.7

    Q    So the name Valhalla, Valhalla Entertainment,8

Valhalla Motion Pictures does not appear on the9

packaging or in any video game that emanates from any of10

the Valhalla projects; correct?11

    A    To the best of my knowledge.12

    Q    You've never seen one, have you?13

    A    Correct.14

    Q    Let me clarify that.  You've never seen a video15

game or packaging for a video game that has the name16

Valhalla in any form on the video game; correct?17

    A    Correct.18

    Q    Have you ever done any surveys to determine19

whether or not consumers, the people who watch these20

shows, know that there's any relationship between the21

show and the name Valhalla?22

    A    I have not been a part of any surveys.23

    Q    Have you ever asked anybody on the street who24

watches The Walking Dead whether or not they even know25
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who produces The Walking Dead?1

    A    I have not.2

    Q    Do you know whether or not any survey has ever3

been done as to whether or not any of the projects that4

Gale Anne Hurd personally has done, consumers actually5

associate those products with Valhalla Motion Pictures?6

    A    I'm not aware of any surveys.7

    Q    You're in the industry obviously.  You work for8

a production company; correct?9

    A    Correct.10

    Q    Like for films, let's say, that came out last11

year that were nominated for the Academy Awards, do you12

know who the production company was for any of those13

films?14

         MR. GRACE:  Objection.  Irrelevant.15

         THE WITNESS:  It would depend on the film.16

BY MR. GELFAND:17

    Q    Well, let's say Zero Dark Thirty.  Do you know18

who the production company was for that?19

    A    I believe Annapurna.20

    Q    That's the name of a person, or is that the21

name of the production company?22

    A    That's Megan Ellison's company.23

    Q    And Megan Ellison was one of the producers?24

    A    And she financed the project.25
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    Q    And how about Silver Linings Playbook?1

    A    I know David O. Russell directed it.  I'm not2

sure if I can recall the production company behind it.3

    Q    When you think of any of the movies, you think4

of the individuals who were involved in the5

production -- the directors, producers; correct?6

         MR. GRACE:  Objection.  Irrelevant.7

         You can answer.8

         THE WITNESS:  You said I can answer?9

         MR. GRACE:  You can answer if you understand10

the question.11

         THE WITNESS:  As well as the companies12

involved.13

BY MR. GELFAND:14

    Q    Now, have you ever spoken to anybody who is not15

in the industry as to whether or not they think about16

what the companies -- or which companies are involved in17

the production of motion pictures?18

         MR. GRACE:  Objection.  Ambiguous, irrelevant.19

         THE WITNESS:  I don't recall a specific20

conversation.21

BY MR. GELFAND:22

    Q    Have you ever seen any advertisements for23

Walking Dead?24

    A    Yes.25
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    Q    What type of advertisements did you see?1

    A    Posters, billboards, commercials.2

    Q    Let's talk about commercials.  Describe some of3

the commercials or any of the commercials that you've4

seen.5

    A    Usually, it's either a teaser for the upcoming6

episode or a reminder to audiences that our show will be7

returning, either in October or after the midseason8

finale, after football has ended.9

    Q    And how long do these teasers or commercials10

last?11

    A    I believe they vary, but anywhere from 3012

seconds to a minute or so.13

    Q    And in that it talks about Walking Dead and The14

Walking Dead characters; correct?15

    A    Correct.16

    Q    Is Valhalla Motion Pictures or Valhalla17

Entertainment prominently featured on any of those18

advertisements?19

    A    Not that I'm aware of.20

    Q    How about on billboards when you see "The21

Walking Dead"?  They're large billboards; correct?22

    A    Correct.23

    Q    Is the name Valhalla Motion Pictures24

prominently featured in the billboard?25
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    A    Generally, it's just an image with text of the1

show and a date.2

    Q    The image being the image of Walking Dead, a3

character, the text to the show, and a date.  That would4

be it?5

    A    Generally, they keep it sparse, yes.6

    Q    When you put together Exhibit 51, what did you7

do -- and I'm now going to just focus on video games8

only, just so you know where I'm going.  What did you do9

to determine who the various -- I'll rephrase that10

question.  It was terrible.  Strike that.  Let me start11

again.12

         Exhibit 51, what steps did you take in order13

determine what companies had any credits on video games?14

    A    For the games that were available, we purchased15

the game and looked at the credit bill on the game16

itself as well as in the manual.  For games that were17

not available for purchase, we looked online for the18

credit block of the game.19

    Q    When you say "we," did you personally do this?20

    A    I personally did it for the vast majority of21

these and then checked the work for the others.22

    Q    Did you personally look at the game23

Terminator 3: The Redemption?24

    A    I don't recall if I specifically did that one.25
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    Q    Let me show you what has been previously marked1

as Exhibit 58 and ask you whether or not this refreshes2

your recollection as to whether you looked at3

Terminator 3: The Redemption video game.4

    A    I don't recall specifically.5

    Q    If we take a look at your third page of6

Exhibit 51, we have a title that's called Terminator 3:7

Rise of the Machines.8

         Do you see that?9

    A    Yes.10

    Q    And on the video games, the second one is11

Terminator 3: The Redemption.  That's this game;12

correct?13

    A    Correct.14

    Q    And it says the developer is Paradigm15

Entertainment.  What does the "developer" mean?16

    A    I believe they are the ones who developed the17

game itself.18

    Q    And the publisher of the game is Atari.  And19

what does the "publisher" mean?20

    A    They would be the ones who released the game, I21

believe.22

    Q    And then it says "Credit: Writer [Characters]."23

What does that refer to?24

    A    It's referring to Gale Anne Hurd being credited25
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as co-creator of the characters that appear in the game,1

or some of the characters.2

    Q    Well, that's what you have on Exhibit 51.3

         I'll have you look now at Exhibit 58, which I4

will represent to you is the package of video games5

purchased from the website of Valhalla Motion Pictures,6

which has a link to Amazon.7

         Can you show me where there's a credit for the8

writer of Gale Anne Hurd?9

    A    I do not see it.10

    Q    Let's start in the front of this.  On the very11

front there's a bunch of different logos for12

Terminator 3: The Redemption, something called Bink13

Video.14

         Do you see that in the lower left-hand side?15

    A    Yes.16

    Q    Do you know what that is?17

    A    I do not.18

    Q    And then there's C Pictures?  I think it's19

C Pictures.20

    A    I believe it's C2 Pictures.21

    Q    C2 Pictures?  You're younger than me.  Your22

eyes are better than mine.23

         Do you know what entity is?24

    A    I don't.25
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    Q    And then there's IMF.  Do you know what that1

entity is?2

    A    I don't.3

    Q    Then there's Intermedia.  Do you know what that4

entity is?5

    A    I've heard of them, but I'm not exactly6

familiar with what they do.7

    Q    And then it looks like there's -- above that is8

Paradigm Entertainment?9

    A    Correct.10

    Q    Do you know what that is?11

    A    I don't know if that's related to the agency or12

not.  I'm not familiar.13

    Q    And then there's the Dolby logo, Nintendo,14

et cetera.15

         Do you know why there's no Valhalla logo on16

Terminator 3 video game?17

    A    I do not.18

    Q    Do you know why there's no Valhalla logo on any19

video game for any of the projects that were produced by20

Valhalla Motion Pictures or Valhalla Entertainment?21

    A    I don't.22

         MR. GRACE:  Objection.  Assumes facts not in23

evidence.24

///25
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BY MR. GELFAND:1

    Q    If you turn to page -- it's numbered in the2

middle of it, 14 and 15 of the books.  It's actually3

page 15 where it starts credits.4

         Do you see that?5

    A    Yes.6

    Q    There's one entire page on page 15 that refers7

to credits, and it says:8

             "Special thanks to Arnold Schwarzenegger,9

         Jonathan Mostow, C2 Pictures, and everyone10

         involved in the making of the Terminator 3 film11

         for their support."12

         Now, the feature film Terminator 3 was produced13

by Gale Anne Hurd; correct?14

    A    Correct.15

    Q    Neither Valhalla Motion Pictures nor Gale Anne16

Hurd is listed under any of the credits here; correct?17

    A    Correct.18

    Q    There are dozens of names on page 15, 16, and19

17 from Atari; Paradigm Entertainment; Voice Talent;20

C2 Pictures; Intermedia; Europlay Capitol Advisors, LLC;21

and then Stubbs, Alderton & Markles, LLP.22

         But at no point is Valhalla given any credit on23

this video, at least in these documents; correct?24

    A    Correct, in these documents.25
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    Q    And you personally are not aware of any reason1

why Valhalla's name is not included as a contributor in2

any fashion to the Terminator 3 project?3

    A    This is before my time working with the4

company.  So no, I don't.5

    Q    Well, have you been involved in any video game6

project since you've been working with the company?7

    A    Reviewed material for The Walking Dead games.8

    Q    Have you determined whether or not the Valhalla9

name appears anywhere on The Walking Dead video game?10

    A    Not to my knowledge.11

    Q    It doesn't appear, to your knowledge; correct?12

    A    It does not appear, to my knowledge.13

    Q    Have you had any discussions with anyone as to14

why the Valhalla name does not appear on The Walking15

Dead video game?16

    A    I have not.17

    Q    Are you familiar with the video game Aeon Flux?18

    A    Yes.19

    Q    Now, Aeon Flux is listed on page 2, VMP 00949,20

of Exhibit 51; correct?21

    A    Correct.22

    Q    And the video games listed is Aeon Flux;23

Developer: Terminal Reality; Publisher: Majesco Games,24

2005.  Is that right?25
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    A    Correct.1

    Q    Did you review the Aeon Flux game in order to2

derive the information that's contained on Exhibit 51?3

    A    I don't recall.4

         MR. GELFAND:  Next I'd like to mark as5

Exhibit 67 a multipage document that contains the cover6

page as well as the insert for the Aeon Flux Xbox video7

game.8

         (Exhibit 67 was marked for identification by9

         the reporter and is bound under separate10

         cover.)11

BY MR. GELFAND:12

    Q    Have you ever seen Exhibit 57 -- excuse me,13

67 -- or at least the original of that before?14

    A    I have not, actually.15

    Q    I have in my possession the originals of every16

one of these if you need to see it.  It's just for17

copying for the board.  So if there's any confusion18

based upon a copy, you'll let me know?19

    A    Absolutely.20

    Q    Okay.  Thank you.21

         Now, in the front of the package of Exhibit 67,22

it has the Majesco name in the lower right-hand corner.23

And in the left-hand side, Terminal Reality is listed as24

well in addition to Paramount Motion Pictures and25
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MTV Games, et cetera.1

         Do you see that?2

    A    I do.3

    Q    And on the second page, there are other names4

that are listed:  AdventTrilogy.com, Glyphx, Xbox Live,5

et cetera.6

         If you turn to page 22 and 23, once again we7

have the pages that has various credits.  And just so8

it's clear, I did actually go through all of these at9

one point in time and did not see Gale Anne Hurd's name10

or Valhalla's name.  But could you look through that and11

verify that, please.12

    A    I do not see Gale's name or Valhalla.13

    Q    Do you know -- if Valhalla Motion Pictures is14

the company that produced Aeon Flux, do you know why15

Paramount Pictures is listed here and a bunch of people16

are listed for Paramount Pictures?17

         MR. GRACE:  Objection.  Calls for speculation.18

         THE WITNESS:  They were the studio for the19

movie.20

BY MR. GELFAND:21

    Q    You answered that with your voice going up.  Is22

that a question, or do you know that that is the reason23

that they're listed here?24

         MR. GRACE:  I object, Counsel.  I don't think25
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that's a fair characterization of his answer.1

         MR. GELFAND:  All right.  That's how I heard2

it.  I'm not trying to imply or impugn anything.  I'm3

just trying to find out an answer.4

    Q    Are you guessing, or do you know that that's5

why they're listed here as part of the credit?6

    A    I believe that is because they were the studio.7

    Q    And what's that belief based on?8

    A    Based on the fact that they were the studio for9

the film.10

    Q    You are aware of that?11

    A    That much, yes.12

    Q    And do you know why neither Valhalla nor Gale13

Anne Hurd is listed on any of the credits for Aeon Flux?14

         MR. GRACE:  The video game.15

BY MR. GELFAND:16

    Q    The video game.  We're on Exhibit 67 only.17

    A    I do not know.18

    Q    And the work that you did in creating19

Exhibit 51, did you take a look at the video game for20

Terminator 3: Rise of the Machines?21

    A    I don't recall specifically.22

         MR. GELFAND:  Let's mark as Exhibit 68.23

         (Exhibit 68 was marked for identification by24

         the reporter and is bound under separate25
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         cover.)1

         MR. GRACE:  Could we go off the record for just2

a second?3

         (Discussion held off the record.)4

         MR. GELFAND:  Let's go back on the record.5

         While we were off the record, there was a6

discussion with respect to Terminator 3, and I was told7

that Terminator 3 was not a Valhalla project but was a8

Gale Anne Hurd project.9

    Q    Correct?10

    A    Correct.11

    Q    Now, Terminator was made prior to -- the12

original Terminator was made prior to the formation of13

the company Valhalla; correct?14

    A    Correct.15

    Q    Terminator 3, at least according to Exhibit 51,16

was released July of 2003, which was of course after17

Valhalla Motion Pictures had started their projects here18

before that where Valhalla Motion Pictures is given19

credit; correct?20

    A    Correct.21

    Q    Do you know why Terminator 3 was not produced22

by Valhalla Motion Pictures?23

    A    I believe that it is a franchise that was24

created prior to Valhalla's formation.25
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    Q    Do you know whether or not Gale Anne Hurd had1

any involvement in the creation of the Terminator 32

video games?3

    A    That was before my time working here.4

    Q    So you don't know?5

    A    I do not know.6

    Q    Let me just, since I've marked it, at least7

have it for the record.  That's Exhibit 68.8

         Now, the question to you simply is does this9

refresh your recollection as to whether or not you10

viewed this video game in determining whether or not and11

what credits existed for it?12

    A    I don't recall.13

    Q    And going back to Exhibit 51, is it fair to14

state that when you labeled this "Valhalla Entertainment15

Projects," this includes both Valhalla Entertainment16

projects, any other Valhalla entity, such as Valhalla17

Motion Pictures or Valhalla Television projects, or even18

projects that have nothing to do with Valhalla but only19

have to do with Gale Anne Hurd?20

    A    Correct.21

    Q    And how would we know whether or not Valhalla22

is part of that project by looking at Exhibit 51?23

    A    Under Company Credits, it would say Valhalla24

Motion Pictures or Entertainment.25
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    Q    So like when we look at Terminator 3, there's1

nothing listed for company credit.  That would show that2

Valhalla was not part of that; correct?3

    A    Correct.4

    Q    Is there something called The Terminator: Dawn5

of Fate?6

    A    I believe that's a video game.7

    Q    Is that listed anywhere in Exhibit 51?8

    A    On page VMP 000955.9

         MR. GRACE:  First entry under Video Games.10

         MR. GELFAND:  I see it.  Thank you.11

         MR. GRACE:  Do you mind if we take a short12

break?13

         MR. GELFAND:  No, not at all.14

         (Recess taken from 11:27 a.m. to 11:36 a.m.)15

         MR. GELFAND:  I'd like to next mark 69,16

The Punisher PlayStation 2 packaging, the video game.17

         (Exhibit 69 was marked for identification by18

         the reporter and is bound under separate19

         cover.)20

BY MR. GELFAND:21

    Q    What was the project that Valhalla did for22

The Punisher?23

    A    I'm not sure if I understand the question.24

    Q    The Punisher was a movie?25
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    A    That's correct.1

    Q    And it was by Valhalla Motion Pictures?2

    A    Correct.3

    Q    Does it appear on page 2 of Exhibit 51?4

    A    Page 3.  We did two Punisher movies.5

    Q    And the video game that's listed under The6

Punisher on page 3 has the developer Volition, Inc.;7

correct?8

    A    Correct.9

    Q    And publisher, THQ?10

    A    Correct.11

    Q    Did you review the video game for The Punisher12

in order to determine the various credits for the game?13

    A    I don't recall.14

    Q    You have Exhibit 69 in front of you.  Does15

looking at Exhibit 69 refresh your recollection?16

    A    It does not.17

    Q    Do you know whether anywhere in Exhibit 6918

there is a reference to Valhalla or Valhalla Motion19

Pictures?20

    A    They do not appear to be in these pages.21

    Q    Do you recall having your deposition taken in22

this case?23

    A    Correct.24

    Q    You testified of attending various meetings25
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where there were discussions about taking some Valhalla1

project or IP and moving it into some other area or2

line?3

    A    Correct.4

    Q    We're sitting in right now the Valhalla5

conference room, and there's all sorts of toys and6

different things hanging around here.7

         What discussions have you participated in about8

moving Valhalla IP from any of its motion pictures or9

televisions into products other than video games?10

    A    Recently coming to mind, we have a pilot with11

USA called Horizon.  And we discussed other outlets for12

the show, much like we did with The Walking Dead,13

whether it be Web series, online games, interactive14

materials, possibly comic books.15

    Q    Toys?16

    A    Toys, absolutely.17

    Q    What else?  What are the types of products or18

projects?19

    A    You could basically look at Walking Dead as a20

template for anything we would look at as a potential21

avenue to broaden the brand awareness or widen the story22

or the concept.  So just like, as I say, you know, comic23

books, online content, games, various forms of games,24

action figures, articles of clothing.25
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    Q    Just about any type of merchandising?1

    A    Absolutely.2

    Q    I have nothing further.  Thank you.3

4

                  REDIRECT EXAMINATION5

BY MR. GRACE:6

    Q    I have just a few follow-up questions.7

         Mr. Kobylanski, you were asked earlier whether8

you were aware of Walking Dead and how it was9

advertised.  I'd like to show you a document that's10

previously been marked as Exhibit 15.11

         Do you recognize Exhibit 15?12

    A    I do.  That is our website.13

    Q    What's being advertised there?14

    A    Walking Dead, our comic book The Scourge, a15

reel of our work, our Twitter account, as well as16

informative videos that we've put up for people who are17

looking to get into the business.18

    Q    Does the Valhalla logo appear?19

    A    It does.20

    Q    Does the Valhalla Entertainment mark appear?21

    A    It does.22

    Q    You testified on cross-examination about some23

work that you did for The Walking Dead video games.  Can24

you describe that, please.25
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    A    I viewed footage of gameplay and discussed my1

opinions with Gale.2

    Q    What was the purpose of that?3

    A    I believe that the makers of the game wanted4

Gale's opinion on whether or not they were being5

faithful to the show.6

         MR. GELFAND:  Move to strike as speculative and7

hearsay.8

BY MR. GRACE:9

    Q    Do you have any knowledge about why Gale asked10

you to review The Walking Dead video games?11

    A    As someone who plays video games quite a bit12

and someone who's familiar with the property, she wanted13

my opinion on the gameplay.14

    Q    And what version or level were these games that15

you examined?16

    A    I believe the Facebook game was in a beta17

testing phase where a limited number of players were18

allowed to play to look for glitches and get feedback.19

And the platform game that I believe we looked at,20

footage for a PlayStation 3, was pretty far along.  All21

of the graphics seemed to be close to finish.22

    Q    Did Valhalla provide any comments to the23

publishers of the Walking Dead video games that you're24

aware of?25
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    A    I shared my thoughts with Gale.  She had direct1

contact.2

         MR. GRACE:  Nothing further.3

         MR. GELFAND:  Nothing further.4

         I think we've entered into a stipulation that5

the reporter can forward the original transcript to6

Mr. Grace and Mr. Grace will proceed to do what is7

necessary and appropriate pursuant to TTAB rules and8

regulations.9

         MR. GRACE:  That is agreeable.10

         THE REPORTER:  Do you need a copy too?11

         MR. GELFAND:  No, he has to send it to me.12

         (Whereupon, at 11:45 A.m., the taking of the13

         trial testimony of Phillip B. Kobylanski was14

         concluded.)15

16

17

18

19

20

21

22

23

24

25
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             PENALTY OF PERJURY CERTIFICATE1

2

     I hereby declare I am the witness in the within3

matter, that I have read the foregoing transcript and4

know the contents thereof; that I declare that the same5

is true to my knowledge, except as to the matters which6

are therein stated upon my information or belief, and as7

to those matters, I believe them to be true.8

     I declare being aware of the penalties of perjury,9

that the foregoing answers are true and correct.10

11

12

13

14

     Executed on the _____ day of _______________, ____,15

at _________________________, _________________________.16

            (CITY)                    (STATE)17

18

19

20

         ______________________________________21

                  PHILLIP B. KOBYLANSKI22

23

24

25
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STATE OF CALIFORNIA       )1
                          ) ss:
COUNTY OF LOS ANGELES     )2

3

         I, DEBORAH R. MEYERS, do hereby certify:4

         That I am a duly qualified Certified Shorthand5

Reporter, in and for the State of California, holder of6

certificate number 8569, which is in full force and7

effect and that I am authorized to administer oaths and8

affirmations;9

         That the foregoing trial testimony of the10

herein named witness was taken before me at the time and11

place herein set forth;12

         That prior to being examined, the witness named13

in the foregoing testimony, was duly sworn or affirmed14

by me, to testify the truth, the whole truth, and15

nothing but the truth;16

         That the testimony of the witness and all17

objections made at the time of the examination were18

recorded stenographically by me, and were thereafter19

transcribed under my direction and supervision;20

         That the foregoing pages contain a full, true21

and accurate record of the proceedings and testimony to22

the best of my skill and ability;23

         That prior to the completion of the foregoing24

testimony, review of the transcript was requested.25
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         I further certify that I am not a relative or1

employee or attorney or counsel of any of the parties,2

nor am I a relative or employee of such attorney or3

counsel, nor am I financially interested in the outcome4

of this action.5

6

         IN WITNESS WHEREOF, I have subscribed my name7

this ____ day of _____________, ____.8

9

10

         ______________________________________11

         DEBORAH R. MEYERS, CSR No. 856912

13

14

15

16

17

18

19

20

21

22

23

24
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                      ERRATA SHEET1

2

If any corrections to your testimony are necessary,3
indicate them on this sheet, giving the change, page
number, line number and reason for change.4

PAGE  LINE  FROM                   TO5

____  ____  _____________________  _____________________6

Reason  ________________________________________________7

____  ____  _____________________  _____________________8

Reason  ________________________________________________9

____  ____  _____________________  _____________________10

Reason  ________________________________________________11

____  ____  _____________________  _____________________12

Reason  ________________________________________________13

____  ____  _____________________  _____________________14

Reason  ________________________________________________15

____  ____  _____________________  _____________________16

Reason  ________________________________________________17

____  ____  _____________________  _____________________18

Reason  ________________________________________________19

____  ____  _____________________  _____________________20

Reason  ________________________________________________21

____  ____  _____________________  _____________________22

Reason  ________________________________________________23

24
_________________________________  _____________________
Signature                          Date25
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VALHALLA ENTERTAINMENT PROJECTS  vS 04.10.13 
(All Film and TV credits are on screen) 

Title: VERY GOOD GIRLS (2013) (Feature Film) 
Credit: Executive Producer - Gale Anne Hurd 

Title: ANTI 
Comic Book 
Issues: 3 
Print Date: August 2012 
Anti Series (12 Gauge Comics, 2012 - present) 
Valhalla Logo present on cover 

ntle: DEAD MANS RUN  
Comic Book  
Issues: 4  
Print Date: October 2011  
Dead Man's Run series (Aspen Comics, 2011- Present)  
Valhalla Logo present on cover  

Title: THE SCOURGE  
Comic Book  
Issues: 7  
Print Date: August 2010  
The Scourge series (Aspen ComiCS, 2010-2011)  
Valhalla Logo present on cover  

Title: LAST MAN STANDING (TV MOVIE) (2011)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Entertainment and animated logo (cloSing credits)  
Air Date: June 6, 2011  

ntle: THE WRONGED MAN (TV MOVIE) (2010)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Entertainment and logo (closing credits)  
Air Date: January 17th 2010  

Title: THE WALKING DEAD (TV) (2010-)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Entertainment and animated logo (closing credits)  
Airdate: October 31,2010  
Episodes Aired: 35 as of 3/31/13  
Video Game$:  
The Walking Oead Season 2 (Developer/Publisher: Telltale Games, 2013 not yet released)  
The Walking Dead: Survival Instinct (Developer: Terminal Reality; Publisher: Actlvlslon, 2013)  
-rhe Walking Dead: The Game (Developer/Publisher: Telltale Games, 2012)  

VMP 000948 

http:04.10.13


The Walking Dead: Assault (Developer/Publisher: Gamagio, 2012)  
The Walking Dead Social Game (Developer/Publisher: Eyes Wide Games and RockYou, 20l2)  

Title: CHOCTAW CODe TALKERS (DOCUMENTARY) (2010)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures and logo (closing credits)  

Title: THE PIRATE CODE: REAL PIRATES (DOCUMENTARy) (2009)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures  

Title: TERMINATOR: THE SARAH CONNOR CHRONICLES  (TV Series) (2008-2009)  
Credit: Writer (characters)  

ntle: PUNISHER: WAR ZONE (Feature Film) (2008)  
Credit: Producer - Gale Anne Hurd   I,
Company Credit: Valhalla Motion Pictures and animated logo (closing credits)  
Release Date: 12/5/08 

"  

Title: THE INCREDIBLE  HULK (Feature Film) (2008)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures  

Release Date: 6/13/08  
Video Games:  
The Incredible Hulk (Developer: Edge of Reality; Publisher: Sega, 200S)  

Title: WELCOME TO THE JUNGLE (DTV)  (2007)  
Credit: Producer - Gale Anne Hurd  
COmpany Credit: Valhalla Motion Pictures and animated logo (Pre credits)  

Title: BREADWINNERS (TV Pilot)  (2005)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures  

Title: .EON FLUX (Feature Film) (2005)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Picture  

Release Date: 12/2/05  
Video Games:  
.tEon Flux (Developer: Terminal Reality; Publisher: Majesto Games, 2005)  
Comic Books:  
.tEon Flux (Dark Horse, 2005)  -Issues: 5  
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Title: THE PUNISHER (Feature Film) (2004) 
Credit: Producer - Ga Ie Anne Hurd 
Company Credit: Valhalla Motion Pictures and animated logo (closing credits) 

Release Date: 4/16/04 
Video Games: 
The Punisher (Developer: Volition, Inc; Publisher: THO, 2004) (CREDIT: Special Thanks) 

Title: THE COVEN  (TV MOVIE) (2004) 
Credit: Executive Producer - Gale Anne Hurd 
Company Credit: Valhalla Motion Pictures 

Title: TERMINATOR 3: RISE OF THE MACHINES (Feature Film) (2003) 
Credit: Executive Producer, Writer (characters) - Gale Anne Hurd 

Release Date: 7/2/03 
Video Games: 
Terminator 3: War of the Machines (Developer: Clever's Gamesj Publisher: Atari, 2003) 
Terminator 3: The Redemption (Developer; Paradigm Ent.; Publisher: Atari, 2004) (CREDIT: Writer [characters]) 
Terminator 3: Rise of the Machines (Developer: Black Ops Ent , Shiny Ent , Taniko; Publisher: Atari, 2003) (CREDIT: 
Writer [characters]) 
Terminator 3: Rise of the Machines (Pinball) (Stern, 2003) 
Comic Books: 
The Terminator 2029 (Dark Horse, 2010) • Issues: 4 
Terminator 3 (Beckett, 2003) • Issues: 9 

ntle: HULK (Feature Film) (2003) 
Credit: Producer- Gale Anne Hurd 
Company Credit: Valhalla Motion Pictures and animated logo (closing credits) 

Release Date: 6/20/03 
Video Games: 
Hulk (Developer:  Radical Media; publisher: Vivendi Games, 2003) (CREDIT: spedal Thanks) 

Title: TRUE WHISPERS (DOCUMENTARY) (2002) 
Credit: Producer - Gale Anne Hurd 
Company Credit: Valhalla Motion Pictures and logo (closing credits) 

TItle: CLOCKSTOPPERS (Feature Film) (2002) 
Credit: Producer - Gale Anne Hurd 

Company Credit: Valhalla Motion Pictures 

Release Date: 3/29/02 

Title: ADVENTURE INC. (TV Series) (2002-2003) 
Credit: Executive Producer - Gale Anne Hurd 
Company Credit: Valhalla Motion Pictures and logo (closing credits) 

Air Date: September 30,2002 
Episodes Aired: 10 Episodes 
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Title: VIRUS  (Feature Film) (1999)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Valhalla Motion Pictures and logo (closing credits)  

Release Date: 1/15/99  

Title: DICK (Feature Film) (1999)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 8/3/99  

Title: DEAD  MAN ON CAMPUS (Feature Film) (1998)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  
Release Date: 8/21/98  

Title: ARMAGEDDON (Feature Film) (1998)  
Credit: Producer - Gale Anne Hurd  
Company Credit: valhalla Motion Pictures and animated logo (Pre-Credits)  

Release Date: 7/1/98  

Title: SWITCHBACK (Feature Film) (1997)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  
Release Date: 10/31/97  

Title: DANTE'S PEAK (Feature Film) (1997)  
Credit: Producer - Gale Anne Hurd  
Release Date: 2/7/97  
Company Credit: Pacific Western Productions  

Title:  THE RELIC  (Feature Film) (1997)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific western Productions  

Release Date: 1/10/97  

Title: THE GHOST AND THE  DARKNESS (Feature Film)  (1996)  
Credit: Producer  - Gale Anne Hurd  

Release Date: 10/11/96  

Title: TREMORS 2: AFTERSHOCKS (DTV) (1996)  
Credit: Executive Consultant - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Title: SUGARTIME ,(TV MOVIE) (1995)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  
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Title: WITCH  HUNT (TV MOVIE) (1994)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Title: SAFE  PASSAGE (Feature Film) (1994)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 12/25/94  

TItle: NO  ESCAPE (Feature Film) (1994)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date:  4/29/94  

Video Games:  
No Escape (Sony,  1994)  

Comic Books:  
No Escape (Marvel, 1994) - Pacific Western Productions credit -Issues: 3  

Title: RAISING CAIN  (Feature Film) (1992)  

Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 8/7/92  

TItle: THE WATERDANCE (Feature Film) (1992)  

Credit: Producer - Gale Anne Hurd  
Company Credit: No Frills Production  

Release Date: 5/15/92  

Title: TERMINATOR 2: JUDGMENT DAY (Feature Film) (1991)  

Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 7/3/91  

Video Games:  
CR: Terminator 2 - Judgment Day (Developer/Publisher: Cross Media International, 2008, only ;eleased inJapan)  
Terminator 2: Judgment Day - Chess Wars (Developer:  IntraCorp; Publisher: Capstone Software, 1993)  
Terminator 2:  Judgment  Day  (Developer:  Bits Studios,  Probe  Ent, Arc  Developments;  Publisher:  Flying  Edge,  UN,  
1993)  
Terminator 2: Judgment Day (Developer: Bits Studios; Publisher: UN, 1991)  
Terminator 2: Judgment Day (Developer/Publisher: Ocean Software, 1991)  
Terminator 2: Judgment Day (Pinball) (Williams Electronics, 1991)  
Terminator 2: Judgment Day (Arcade) (Developer/Publisher: Midway, 1991)  

Comic Books:  
Terminator 2 (Dynamite Ent"  2008) -Issues: 2  
Terminator 2:  Infinity (Dynamite Ent ,,2007) -Issues: 33  
Terminator 2: Judgment Day (iBooks, 2003) -Issues: 4  
T2: Nuclear Twilight (Malibu, 1995) - Issues: 4  
T2: Cybernetic Dawn (Malibu, 1995) - Issues: 5  
Terminator 2: Judgment Day (Marvel, 1991) -Issues: 4  
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Title: CAST A DEADLY SPELL (lV MOVIE) (1991)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Title: TREMORS (Feature Film) (1990)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 1/19/90  

Title: DOWNTOWN (Feature Film) (1990)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  

Release Date: 1/1/2/90  

Title: ALIEN NATION (lV Series) (1989-1990)  
Credit: Consultant - Gale Anne Hurd  
Episodes Aired: 21  

ｔｬｴｬ･ｾ＠ THE ABYSS (Feature Film) (1989)  
Credit: Executive Producer - Gale Anne Hurd  
Company Credit: A Gale Anne Hurd Production  

Release Date: 8/11/89  

Title: ALIEN NATION (Feature Film) (1988)  
Credit: Producer  - Gale Anne Hurd  
Release Date: 10/7/88  
Comic Books:  
Alien Nation: The Lost Episode (Malibu, 1992) -Issues: 1 
Alien Nation: The Skin Trade (Adventure, 1991) -Issues: 4 
Alien Nation: Public Enemy (Adventure, 1991) -Issues: 4 
Alien Nation: The First Comers (Adventure, 1991) -Issues: 4 
Alien Nation: The Spartans (Adventure, 1990) -Issues: 8 
Alien Nation: The Spartans (Malibu, 1990) ｾ＠ Issues: 1 
Alien Nation: A Breed Apart (Adventure, 1990) - Issues: 4 
Alien Nation Movie Special (DC, 1988) • Issues: 2 

Title: BAD DREAMS (Feature Film) (1988)  
Credit: Producer - Gale Anne Hurd  
Company Credit: Pacific Western Productions  
Release Date: 4/8/88  

Title: ALIENS (Feature Film) (1986)  
Credit: Producer  - Gale Anne Hurd  
Release Date: 7/18/86  
Video Games:  
Aliens: Colonial Marines (Developer: Gearbox; Publisher: Sega, 2013)  
Aliens Infestation (Developer: WayForward Technologies; Publisher: Sega, 2011)  
Aliens: Extermination (Arcade) (Developer: Play Mechanixi Publisher: Global VR, 2006)  
Aliens Unleashed (Developer/publisher: Sorrent, 2003)  
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Aliens: Thanatos Encounter (Developer: Wicked Witch Software, Crawfish Interactive; Publisher: THo.. 2001) 
Aliens Online (Developer: Mythic Ent.; Publisher: Kesmai,  1998) 
Alien Trilogy (Developer: Probe Ent.; Publisher: Acclaim Ent, 1996) 
Aliens: A Comic Book Adventure (Developer/Publisher: Mindscape, 1995) 
Aiiens iArcade) (Developer/Publisher: Konami, 1990) 
Aliens (Developer/Publisher: Square, 1987) 
Aliens: The Computer Game (Developer: Software Studios; Publisher: Electric Dreams Software, Ricochet, 1987) 
Aliens: The Computer Game (Developer: Activision, Mr,  Micro; Publisher: Electric Dreams Software, 1986) 
Comic Books: 
Aliens: Colonial Marines - No Man Left Behind (Dark Horse, 2012) -Issues: 1 
Aliens: Fast Track to Heaven (Dark Horse, 2011)-lssues: 1 
Aliens Omnibus (Dark Horse, 2007) -Issues: 6 
Aliens: Salvation and Sacrifice (Dark Horse, 2001) - Issues: 1 
Aliens: Xenogenesis (Dark Horse, 1999) - Issues: 4 
Aliens: Apocalypse - The Destroying Angels (Dark Horse, 1999) • Issues: 5 
Aliens: Wraith (Dark Horse, 1998) -Issues: 1 
Aliens: Survival (Dark Horse, 1998) - Issues: 5 
Aliens: Stalker (Darlc Horse, 1998) - Issues: 1 
Aliens: Harvest (Dark Horse, 1998) - Issues: 1 
Aliens: Glass Corridor (Dark Horse, 1998) -Issues: 1 
Aliens: Special (Dark Horse, 1997) -Issues: 1 
Aliens: Purge (Dark Horse, 1997) -Issues: 1 
Aliens: Pig (Dark Horse, 1997) - Issues: 1 
Aliens: Kidnapped (Dark Horse, 1997)- Issues: 4 
Aliens: Havoc (Dark Horse, 1997) - Issues: 2 
Aliens: Alchemy (Dark Horse, 1997) -Issues: 3 
Aliens: Outbreak (Dark Horse, 1996) -Issues: 1 
Aliens: Nightmare Asylum (Dark Horse, 1996) - Issues: 1 
Aliens: Mondo Heat (Dark Horse, 1996) • Issues: 2 
Aliens: Lovesick (Dark Horse, 1996) - Issues: 1 
Aliens: Mondo Pest (Dark Horse, 1995) -Issues: 1 
Aliens: Berserker (Dark Horse, 1995) - Issues: 4 
Aliens: Stronghold (Dark Horse, 1994) -Issues: 6 
Aliens: Music of the Spears (Dark Horse, 1994) - Issues: 4 
Aliens: Earth Angel (Dark Horse, 1994) -Issues: 1 
Aliens: Sacrifice (Dark Horse, 1993) -Issues: 1 
Aliens: Salvation (Dark Horse, 1993) - Issues: 1 
Aliens: Rogue (Dark Horse, 1993) -Issues: 6 
Aliens: Labyrinth (Dark Horse, 1993) - Issues: 6 
Aliens: Countdown (Dark Horse, 1993) • Issues: 1 
Aliens: Colonial Marines (Dark Horse, 1993) -Issues: 10 
Aliens: Tribes (Dark Horse, 1992) - Issues: 3 
Aliens: Newt's Tale (Dark Horse, 1992) • Issues: 2 
AUens; Hive {Dark Horse, 1992} - Issues: 5 
Aliens: Muukalaiset (Jalava, 1991)- Issues: '1 
Aliens: Genocide (Dark Horse, 1991) - Issues: 6 
Aliens (Trident, 1991) -Issues: 2 
Aliens: Earth War (Dark Horse, 1990) -Issues: 7 
Aliens Book Two (Dark Horse, 1990) - Issues: 4 

I 
! 
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Title: THE TERMINATOR (Feature Film) (1984) 

Credit: Producer, Writer- Gale Anne Hurd 

Company Credit: Pacific Western Productions 

Release Date: 10/26/84 

Video Games: 
ｔ･ｲｭｩｮｾｴｯｲＺ＠ Dawn of Fate (Developer: Paradigm Ent ; Publisher: Infogames, 2002) (CREDIT: Writer [characters) 
The Terminator (Developer: Grey Matter; Publisher: Mindscape, 1993) 
The Terminator (Developer: Probe Software; Publisher: Virgin Games, 1992) 
The Terminator (Developer: Radical; publisher: Mindscape, Bethesda Softworks, 1992) 
The Terminator (Developer/Publisher: Bethesda Softworks, 1990) 

Comic 800ks: 
The Terminator: 1984 (Dark Horse, 2010)-lssues: 3  
Terminator: Revolution (Dark Horse, 2009) -Issues: 11  
The Terminator Omnibus (Dark Horse, 2008) -Issues: 2  
The Terminator: The Dark Years (Dark Horse, 1999) -Issues: 4  
The Terminator (Dark Horse, 1998)-lssues: 4  
The Terminator: Rewired (iBooks, 2004) -Issues:?  
The Terminator: Hunters and Killers (Dark Horse, 1992) • Issues: 3  
The Terminator: Endgame (Dark Horse, 1992) -Issues: 4  
The Terminator: The Enemy Within (Dark Horse, 1991) - Issues: 5  
The Terminator: Secondary Objectives (Dark Horse, 1991) - Issues: 5  
The Terminator: One Shot (Dark Horse, 1991) -Issues: 1  
The Terminator: The Burning Earth (NOW, 1990) -Issues: 6  
The Terminator: All My Futures Past (Now, 1990) -Issues: 2  
The Terminator (Dark Horse, 1990) • Issues: 6  
The Terminator (NOW, 1988) -Issues: 17  

Title: SMOKEY BITES THE DUST (Feature Film) (1981) 

Credit: Co-Producer - Gale Anne Hurd 
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REG IS TER ONLINE TODAY!  

It 's as sim ple as I, 2, 31  
I . Go to www.gamereglster.com 
2. Enter your game's Information 

3. Select a great offer 

lXduslv  gam  lakd Into and oth  r spe.cla l otte.rs by 
I'E1llml'lng onlln  tad  \II That's It. 

III nnot contact lIoU III  thout \lour u  pr  5 perml  slon. 
more:  Inform  tlon about our pr vacy pol cy. vis  t 

111111111. tllrI .com/Ulllprlv cl.LP0llc\I.asp 

http:www.gamereglster.com


PLEASE CAREFULL Y READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH ｾｈｉｓ＠
P ODUCT BEFORE U ING YOUR NINTENDO HARD ARE 

YS EM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CO T IN IMPORTANT HEALTH AND SAFETY INFORMATION 

PORT NT SAFETY INFORMATION : READ THE FOLLOWING 
ARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GA ES 

sl 
>  Some people (ab  ut  1 In 40  0)  may  have seizures or bl  ckouts triggered by  

light  fla  11es or patterns,  such as whll  watching TV  or plaYing video games,  
even  if  they have never had a seizure  before.  

•   Anyone who ha  had a selZUle,  I  ss of awareness , or other symptom linked  
to an epileptic condillon should consult a doctor before plaYing '  video game  

•   Parents Sllould watch when  their ch ildren play video games. Stop plaYing  
and consult a doctor If you or your child have any of tile fo llowing symptoms  

Convulsions  Eye or muscle twitchIng  Loss of awareness 

Altered vision  Involuntary mo vements  Disorienta tion 

To  reduc  the lik  (11100  f a  selz  ra wil en  playing video games 

1.  Sit or stand as  far from  the 5 re  n as po  sible. 
2. PI  Yvide  ames  n the small  st  v  ilable  television  screen  
3, Do not  lay If you are  tireu or need  leep,  
4. PI  Y In a well -III  room . 
5. Take a 10 [ 15  inute break every hour, 

WARNING - Repe .lIve Motion Injuri 5 and Evestrain I 
PlaYing video games can make your  mus  les, )  ints.  kin o r ey  s h u1 after a 
few hours. Follow these Inslru  tl  ns to  v  Id pr  blem  su  h  as  tendinitis.  c  rpal 
tunnel syndrome.  skin  irritation or eyeslraln 

Avoid excessive play. It IS recommended thai parents monitor thelf ch ildren  fo r 

appropriate play 
•  Take a  10  to  15  minute break every  h  ur,  even if you  don't think you need it. 
•  If youl  hands, wnsts,  rms or eyes become  tired or sore willie playing, stop and  

rest  th  m  fo r several hours b  f  re  playing again  
•   II you continue  to have sore hands,  wrist'. arms or eyes  urlng or  Iter  play  ' lop  

plaYing and see a do  [or  

WARNING - Electric Shock I 

To  avoid electric shock when you  use this system: 

•   Do not use the  Nintendo GameCube during a lightning storm. There may be  a 
risk of electric shock from  lightning. 

•   Use only the  AC  adapter that comes with your system. 
o  Do  not use  the AC  adapter if  it has damaged, split or broken cords or wires 
•   Make sure that the AC  adapter cord  is fully  inserted  into  the wall  outlet or 

extension cord. 
o  Always carefully disconnect all  plugs by  pulling on  the plug and  not on  the cord. 

Make sure the  Nintendo GameCube power switch  is  turned OFF before  removing 
the AC  adapter cord from  an  outlet. 

CAUTION - Motion Sickness I 
Playing video games can  cause motion sickness.  If  you or your child  feel  dizzy or 
nauseous when  playing video games Witl l this system, stop playing and rest.  Do 
not drive or engage  in  other demanding activity until you  feel  better, 

CAUTION - Laser Device 

The Nintendo GameCube  is a Class  I laser product.  Do not attempt to 
disassemble  the  Nintendo GameCube.  Refer servicing  to qualified personnel only 

Cauiion  - Use of controls or adjustments or procedures other than  those specified 
herein may result in  hazardous radiation  exposure . 

CONTROLLER NEUTRAL POSITION RESET 

If  the Lor R Buttons are pressed or  the Control Stick or C Stick are moved out of 
neutral position when  the power is  turned ON,  those positions will  be  set as the 
neutral position,  causing  incorrect game control during game play. 

To  reset the controller, release all  buttons 
and sticks to allow them  to  return  to  the  L BulllHl  R Button 
correct neutral pOSition,  then  hold down  the 
X,  Y  and START/PAUSE Buttons 
simultaneously for 3 seconds. 

C Stick 



The offi cial seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Alw ays 
look for this seal when buying v ideo 
game systems, accessories, game s 
and related products. 
Nintendo does not li ce nse the s8 1e  or use of products without the OHicla l Nmtendo Seal. 

THIS GAME SUPPORTS 
SIMULTANEOUS GAME PLAY 
WITH TWO  PLAYERS  AND 
CONTROUfRS. 

THIS GAME REOUIRES  A 
MEMORY CARD  FOR SAVING 
GAME PROGRESS.  SETTINGS 
OR STATISTICS. 

Important Legal Information 

Copying of any video game for any Nintendo system is illegal and is 
strictly prohibited by domestic and international intellectual property 
laws. "Back-up" or "arcJrival" copies are not authorized and are not 
necessary to protect your soltware. Violators will be prosecuted. 

This video game is not designed lor use with any unauthorized copying 
device or any unlicensed accessory. Use 01 any sucJr device will Invalidate 
your Nintendo product warranty. Nintendo (and/or any Nintendo licensee 
or distributorl is not responsible lor any damage or loss caused by the 
use of any such device. If use 01 such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume 
normal game play. If your game ceases to operate and you have no 
device attached to it, please contact the game publisher'S "Technical 
Support" or "Customer Service" department. 

The contents of this notice do not interfere with your statutory rights. 

This booklet and other printed materials accompanying this game are 
protected by domestic and international intellectual properly laws. 

Rev-D (LI 

UCENSED BY 

NINTENDO. NINTENDO  GAM ECUBE AND THE OFFICIAL SEAL AR  rRADEMARKS  OF NI  TENDO 
·c) 2001  NINTENDO. ALL RIGHTS RESERVED. 
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WARNING: Never try to Insert Of remove a Nlntenda GameCube- Game DIIC 
the power 15  ON. 

2. Make sure a Nlntendo GameCube  Controller is plugged Into Nintendo 
ｇ｡ｭ･ｃｵ｢･ｾ＠ ControllerSocket 1 on the Nlntendo GameCub2  . 

3. lf you're playing against friends, plug addtHonaJControllers Into ltIe 
addiHonal Sockets. 

1l.lnsert the Game Disc Into the Nintendo GameCube ' DpNcal DiSC Drive. 

S. Turn  ON  the POWER Buttoo and proceed to the HHe screen. If you can't 
proceed ro  the tiNe screen. begin again at step 1. 

6. At the Htle screen. press START /  PAUSe to advance to the Main Menu 
(se.e page lIJ. 

CONTROLS 

ｾ＠ Control Pod 

Menu Controls 
CONTROL ACTION 
Control Stick Navi  aHon 

A Button Confirm seleeHon 
B Button C neel 

CONTROL ACTION 
Control Stick Movement 
C Stick Aim 
A Button Hand-to-hand attack 
X Button Scan Vision 
B Button Hand-tO-hand attack /  Grab object 
Y Button Enter /  Exit vehide or turre! 
Z Button Reload 
L Button Secondary fire /  Throw object 
R Button Primary fire 
START I PAUSE Pause Menu 
+Control Pad Up Switch camera view 
+Control Pad Left Speak 

Vehicle Driving Controls 
CONTROL ACTION 
Control Stick Up I Down Accelerate /  Revelse 
Control Stick Left I Right Turn lelt /  right 
C Stick Aim 
L Button Secondary nee 
R Button Primary fire 
A Button Knoc:k 0 altac:king units 
Y Button Exitvehic:le I Trigger special event 
B Button Appl y hand brake 

Vehicle Gunner Controls 
CONTROL ACTION 
C Stick Aim 
Control 5tick Change driving lane 
A Button Knock off attacking units 
L Button Secondary fire 
R Button Primary fire 

Tech-Com Force Controls 
CONTROL ACTION 
C Stick I Control Stick 
L Button 
R Button 
Z Button 



When you romplete a ｉｾｖ･ｬＮ＠ a  appears allowing you to 
game to the Memory Card in Memory Card  ｓｬ ｯ ｾ＠ A. Make sure you have 
Card with a previous Terminator 3: The Redemptfon save. or 1 File and 4 
free space Inserted in Memory Card slot A. Select "Yes" to save. 

Previously completed levels are unlocked and may be played at any  ｾｭ･＠
through the Main Menu "F1le Select" and "Chapte( menus. 

A NEW MISSION 
You are the ultimate killin g machine. Created by a calcu lating robotic master, 
ｦｩｧｨｾ＠ In the desolate future war of 2032, You are the T850 Infi ltrator. an assassi
nation machine invented to mimic a human being in every detail. You enter the 
human ranks. posing as one of their awn. and devastate from within. 

You become the. ultimate protector when John Connor's human resistance army 
captures and reprograms you. You will be sent back to 2003 with orders to protect 
Connor and Kate 8rewster - back to a time before ttl e war  before his fate, and 
the fate of humamty, was cast. 

Connor and 8rewster must live through the past to secure a chance at life for 
human race. Protect them from danger no matter the threat  including the relent
less and technologically superior T-X. 

MAIN MENU 
Move the Control Stick lett or right to move 
through the menus. To make a selection 
within the menu. move. up or down on the 
Control SHck. Press the A Button to confirm 
you r selec/ion. 

File Select 
Start a new game, continue a previously 
saved game or enter Free Play mode. 8y selecting Free Play all levels wilf 
unlocked. however. you will not be able to obtain any Upgrades or save 
progress. In order to obtain Upgrades or save your progress you must 
the File Select screen and select a previously saved game or start a new 

Chapters 1.0  ｾＮｏ＠

Play any of the previously unlocked levels by selecting the Chapter. then the 
Level. If you replay a completed level. only your best performance is saved. 

Credits 
View the names of the people that brought this game to the pr2senf. 

Extras 
View unlocked movIes. 

Tech-Com Force 
8egin a fast-paced mission where two players cooperatively battie against 
Skynet. [See Tech-Com Force Mode on page 9 for detailS. ] 

PAUSE MENU 
Press START I PAUSE to pause the game. 
Press START I PAUSE again to return to the 
game.The Pause Menu offers several 
choices: 

CONT [Continue Game] 
Return to the game in progress. 

UPGR IUpgrades] 
View mission time. enemies killed. secrets fo und. current Upgrade levels and 
Terabytes earned. 

OSJT [View Objectives] 
Display th e current objectives. 

ATTK [Combo MovesJ 
View the different hand-to-hand co mbat moves you can perform. 

T850 [Statistics) 
Display the current recharge rate. powercells and weapon statisHcs of the 
T850 unit. 

OPTS [Adjust Options] 
Adjust Video. Sound and Controller options to your requirements. Move the 
Control Stick up or down to seled ｾｨ ･＠ option you wish to modify. Then. move. left 
or right with the Control Stick to adjust the options setting. 

SensiHvlty  Adjust the aiming movement sensitiVity. 

Brightness - Adjust the screen brightness. 

Sound Effects  Adjust the volume of the in-game sound errects. 

Music Vol - Adjust th e volume of the in-game and menu music. 

Invert Y - Adjust th e aiming vertical pitch to Normal or Inverted. 

Rumble Feature  Toggle the Rumble Fea tu re to Active or Disabled. 

SDund  Toggle the sound mode from mono. stereo Of Dolby. 

Controller  Advance to the controller layout screen. 



HEADS-UP DISPLAY 
Mission-critical information appears on the Heads-Up Display (HUDI· 

Vehicle 
Integrity 

Scan Vision 

Power Meter 

Power Meter 
Displays the amount of power you have remaining until termination, Once the 
power meter reaches zero. you fail all objectives and the game ends. 

Vehicle Integrity 
Shows th e functional integrity your vehicle has left before it becomes ｩ＠ ｮｯｰ･ｬｲ｡｢ Ｇｬ ｾ ｪＮ＠

As this amount becomes lower. you may want to find another vehicle to hijack. 
You will  lose some power if the vehicle is destroyed while you are In It. 

Aiming Reticle 
A small circte shows your weapon fire direction. The target lock indicator ｡ｰｵｾ＼ｴｬＮＡＺｬ ＮＧＭｋＮＮＮ＠

when y ou aim at an enemy or object that can be destroyed. 

Target Lock Indicator 
Indicates that you are aiming at an enemy or object that can be destroyed. 
small bars on the top of the aiming reticle show the target's remaining 
small arc on the lower-right of the aiming reticle displays how much ammo 
your primary weapon. The small arc on the lower left shows how much 
remains in your secondary weapon if one is equipped. 

Acquire Indicctor 
Identifies vehicles and other special items that can be acquired. When an 
can be acquired, the indicator is gray. Once you are close enough to the 
indicator will change to an orange rotating mark. You can then acquire the 

Scan Vision 
Indicates how long Scan Vision will remain on once activated. It also shows 
recharging progress after Scan Vision deactivates. 

Move the Control stick slightly in the direction you wish to walk. Move it all  the 
way to run. Use the C Stick to move the camera around for targeting. 

Entering Vehicles 
Most of the game requires the use of vehicles to complete objectives. Vehicles 
provide stronger weapons and additional protection. To enter a vehicle, press the 
Y Button as you approach it. If you are close enough and the vehicle can be 
obtained, you will enter it. 

At times, you may need to switch to a different vehicle without stopping. Drive 
close to  the vehicle and press the Y BuHan. A prompt wi ll  appear, indicating you 
can switch vehicles. 

If you want to exit a vehicle and proceed on  foot, stop the vehicle and press 
the Y Button. 

Driving the Vehicle 
Move up on the Control Stick to accelerate the vehicle forward. To reverse, move 
down on the Control Stick. Turn by moving left or right on the Control stick. You 
can use the vehicle's brakes by pressing the B Button. 

Riding as a (junner 
At times throughout the game, you may be required to jump onto a vehicle as a 
gunner. In those cases, you don't have to worry about driving. but you must 
destroy as many enemies in your path to have a chance of completing your mission. 

Scan Vision 
With Scan Vision you can see additional tacticat data and your targeting system 
will improve. Press lhe X Button to activate Scan Vision. Don't count on it las" ng 
long; this feature was damaged before you were reprogrammed and can only be 
used for short periods of time. 

Regaining Power 
To regain some lost power, look for white surges of electricity emitting from power 

or other devices. As you approach the electrical surge, a white and blue 
of electricity will arc toward you, replenishing your power level. 

approach any of these surges while driving a damaged vehicle, the 
will be repaired as well. 



Press the R Buttan once t 
and hold ttle R Button for 
can fire it by pressing the L Button. 

USing Fixed Turrets 
Ir you are on foot and come across a  turret gun. press the Y Buttan to use it. The 
firing mechanism on a turret works the same as  t does on  foot or in a vehicle. 
Press tile R or l  Button to  fire, or press and hold  ttle R or L BlJtton to conHnue firin 

ｈ｡ｮ､Ｍｴｯｾ｡ｮ､＠ Combat 
The Baslts 
While on foot, you can also engage enemies in hand-to-hand combat. To throw es 
punc:h, press  he A Button when standing direc tly  in front of an enemy unit. Press 
the A Button multiple limes  ｾｯ＠ perform combo moves, which deliver a more 

powerful attack. 

Press the B Button to grab an enemy unit.  Press the B Button twa or more limes to 
perform different grab combos that Inflict more damage to the enemy unit. 

Using Environment Objects 
While batHing on root.  you may a /50 use objects Found around the enviro 
such as traffi  si];jns. To pi  k up an object. move toward it and press the B Button. 
While holding the object, you can swing it by pressing the A Bufton or B Button. To 
throw the objec t. press the L Button. 

Whenever you enter a vehicle, you wi" immediately drop any secondary objects 
you are carrying. 

Advanced ladics 
You control a powerfu l lnfiltralor machine and its great strength is shown throUgh 
hand-to-hand combat. Perform advanced moves by combining punch and grab 
attacks against endoskeletons. 

The following table shows the firs t two levels of hand-to-hand attacks. There 
many more available for discovery by playing the game. or referring to the 
game "Attack" screen. 

A Button. BButton  
A Button, A Button,A Button  
A B  A Button, B Button  

As a T850, you are equippad with a 
powerful  learning CPU  that enables Y'Ou to 
upgrade core systems to higher levels. This 
ability comes from gatherinQ Terabytes of 
information. You earn Terabytes by 
completing a mission within a certain amount 
of time, destroying Sky net units. interacting 
with obj ects and performing other actions 
throughout the game. 

Making Upgrades 
Once you start collecting Terabytes. the Upgrade Menu appears a t the beginning 
of each level. During this time. you can perform upgrades as long as you have 
enough available Teraby tes to complete the upgrade. You can also trade 
upgrades at this time  to gain more Te[abytes for different upgrades. 

To make or trade in an upgrade., move the ( ontrol SHck up or down to select 
Upgrade and press th e A Button. Move the Control 5tlck to highlight the core 
system you wish to modi fy and then move the (antral SHck right to make an 
upgrade, or left to trade in an upgrade. When you are finished. highlight 
Finished and press  ｾｨ ･＠ A Button. 

Recharge - Every new level all ows you to recharge mare energy near 
overloaded power lines. 

Vision Time - Each level enables you to use Scan Vision for longer 
periods of time. 

Vision DBmage  - Each level increases the effectiveness of Scan Vision, 
enabling you to del iver more damage to enemies. 

Vision Charge - Increases the rate that Scan Vision power levels 
recharge. 

TECH-COM FORCE MODE 
Tech-Com Force is a hectic, arcade-style 
mlr,I-t1::om"" where a single player. or two 

working cooperatively, baHle 
Skynet fo rces. Your orders are to 

an attack helicopter and blast a clear  
for a reprogrammed T850 invading  

enemy TOC  installation.  



Though the menu may look  the same way as the 
Menu. Move the tantral Stfck left or right to toggle between the menus or 
down to highlight different options. When you have selected the oplfon you 
press the A Buttan. 

level Select - Select the prevIously unlocked level you Wish to play. 

High Scares - View all of the high scores.  . 

OptiDns - Change music volume, sound effects volume, etc. 

Playing the Game 
You and your partner are silfing side by side 
In a Tech-Com Helicopter. Neither of you 
have to worry about nying the craft. Your 
only duty is to gun down all of the Skynet 
forces that you can. Aiming and shooting 
works the same as it does in Terminator 3: 
The Redemption. Use the C Stick to aim, and 
use the R Buttan for primary gunfire and the 
L Buttan for secondary fire. 

Each player scores separate points for all of his or her kills. Player One's score is 
displayed toward  the upper left-hand side of the screen; Player Two's IS  located 
at the upper right-hand side of the screen. Amassing a high score earns a 
more powerful weapons. Once a player earns enough points for a better 
that weapon is automatically equipped and available. 

Though each player earns separate scores, both of their lives depend on 
keeping the helicopter in the air. The helicopter's health appears at the top of 
screen between the players' scores. Make sure to shoot incoming missiles or 
mission could be over for both of you. 

CHARACTER DOSSIER 
The Terminator 

The TB50 model 101  is a Skynet battle chassis surroun 
living Hesh. Possessing the ability to mimic: human skin 
ance, smell and touch, the l BsO is almost undetectable 
group. The TB50  s an expert inliltrator and can attack the 
of the human resistance. 

This particular T8S0 was captured by the human resistance 
reprogrammed by Daniel. Kate Brewster issued the order for 
T850 to travel back In time to 2003 and protect the people 
would eventually become john Conno"s lieutenants. The 
Terminator's unique endurance and strength allow It to excel 
at this c(ucial task. 

Nearly a decade has passed since John Connor prevented 
Judgment Day and the extermination of humanit!J. Now he lives as 
a nomad, always cautious of settling down, never feeling saFe. 

His despair is well-founded as the chase begins again. After John 
accidentally stumbles into a clinic run by his childhood friend, 
Kate Brewster, the two run from  the unstoppable T-X. ｃｯｮｮｯｾｳ＠
only chance for survival is the TBsO, sent from his future and pro
grammed for protection. 

Kate Brewster 
In 2003, Kate Brewster is an intelligent and idealistic young 
woman working as a veterinarian with dreams of a loving family. 
All of her plans for the future are destroyed by a surprise 
encounter with long-lost friend, John Connor. Their reunion is inter
rupted by an attack by the T-X cyborg assassin. 

In 2032. Brewster becomes a battle-hardened lighter in humanity's 
struggle for freedom against the onslaught of Skynet killing 
machines. 

Kate faces a terrible decision as John Connor's future wife 
destroy his TB50 assassin. or trust its reprogramming and send it 
back in time to protect Connor's younger self. 

The T-X features the latest in independent-action, cybernetic tech-
nology packed beneath a layer of fluid metallic skin. The ultimate 
infiltration unit. it can adapt its appearance to perfectly match any 
human being. The T-X was designed to be incredibly durable and 
strong. Its most deadly feature is an array of weapons built into its 
arm: a flamethrower. a radial cutting blade and a high-energy 
plasma riHe. 



Daniel, a soldier In tfte Murnan resistance army and one of 
Connor's most trusted techs. has been given ongoing 
salvage enemy equipment and adapt It to human needs. 
converting energy weapons, metal composite armor and pewer 
supplies have culminated in his ultimate project  capturing and 
reprogramming a T8s0 infiltration unit. 

This expert engineer proves that the shuggle against Skynet 
kil ling machines is fought with subtle hacking skills Just as much 
as gritty field combat. Machines will always be suscepHble to 
clever human attacks - c person need only know how to reach 
the off switch. 

WEAPONS 
The T8S0 metallic battle chassis Is a powerful cpmb at weapon, but a complete 
arsenal of guns is necessary to batHe Skynet. Here are some of the weapons 
you'll use to complete your mission. 

(j365 

The G365 is a onventional assault riHe that quickly became a 
Tech-Com mainstay due to its light composition and large 
capacity of armor-piercing rounds. 

ｍＲｾＹ＠

A much heavier caliber weapon. the M2l19 is normally mounted 
on a tripod, bu t those with superhuman strength tan carry and fire 
it one-handed, 

Shotgun 

The pump- etien shotgun is a simple and reliable means of 
Hng the hurt on tight' groups of attackers or taking down a 
dose-In ｾｨｲ ･｡ｴＮ＠

M37 Machine (jun 
This .30 caliber, air-cooled machinegun chews through 
thanks to en efficient side-mounted, belt-fed, metal ammo 

Plasma Rifle 
Super-heated, high-energy rounds are ejected at maximum 
velocity from the muzzle of the plasma rifle. 

Plasma Missile Launcher 

The most powerful portable Skynet weapon spews huge rounds 
of self-propelled energy that explode on impact. ccuslng devi!ls
ｴ｡ ｾｮｧ＠ damage. 

Police Motorcycle 
Top Speed: 11 £I MPH 

Weight: 0.3 tons 

Armor: None 

Armament: None 

Black Hearse 
Top Speed: 108 MPH 

Armament: None 

Pickup Truck 
Top Speed: LI S MPH 

Weight: 8.2 tons 

Armor: None 

Armament: None 



T!!ch-Com Truck 
Tap Speed: 7£1  MPH 

Weight: 2.£1  tons 

Armor: 20mm steel plate 

Armament: C15 Single Plasma Cannon, 
Coaxial Missile Launcher 

Tech-Com Car 
Tap Speed: 89 MPH 

Weight:  1.6 tons 

Armor:  11 mm steel plate 

Armament: C15 Single Plasma Cannon, SAT 
Coaxial Missile Launcher 

Tech-Com Helicopter 
Tap Speed:  127 MPH 

Weight:  1.£1  tons 

Special thanks to Arnold Schwarzenegger, 
Jonathan Mostow, C2 Pictures and every
one involved in Ihe making of the 
Terminator 3 film for their support. 
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"Sad To Th e. Bone!" 
e 1981  Del Sound Music IBMII. 
All Rights rese!rved. 
Perform ed by George Thorogoo d 
Courtesy of ｾ ｍ ｉ＠ Records 
Under License tram EMI Aim & Televlslon Music 

Hollywood SlgnfM & I  2003 Hollywood Chamber of Commerce.  Licensed by Global 
All Rights Reserved. 

Uses Blnk Video. Copyright  1997-2001l by RAO Game! Tools. Inc. 

ATARI WEB SITES 
To get the most out of your new game, visit us at: 

http://www.u5.ahui.cam 

To send e-cards to your friends, download wallpapers. or get access to other .. ""::'.£ ...r.r .... • 

stuff. visit our Freebies section at: 

www.u5.atari.cam/freebies 

If you would like to chat with other gamers, as well as developers, visit our 
Community Forum area at: 

www.ataricammunlty.cam 

Kids, check with your parent or guardian before visiting any web site. 

Chat Messages: Alari does not monitor, control, endorse, or accept responsibility for the 
content of chat messages. You are strongly encouraged not to give out identity or other 
sonallnforrnatlon through chat message transmissions. Kids, check with your parent or 
guardian if you are concerned about any chat you  receive. 

Use of Atari web sites is subject to terms and c:onditions, which you can access at: 

WWW.u5.lItari.cam/terms_a'_service.ilsp 

Help Via the  ｉｮ ｾ ｲｮ ･ｴ＠

ｕ ｰＭｴ ｯ ｾｴ ｨ ･Ｍｭ ｩｮｵｴ ･＠ technical information about Atari products is generally 
211  hours a day. 7 days a week via the Internet at: 

http://www.atarisupport.cam 

Through this site you'll have access to our FAil IFrequently Asked QuesNo 
documents, our Hints/Cheat Codes if they're available, and an E-Mail area 
you can get help and ask questions if you do not find your answers within 
FAil . 

Note: In  the event we must send you a Hint Sheet, FAQ document. patch or 
upd  te disc via E-mail, we may require verifiable consent from a parent or 
guardian in order to protect children's privacy and safety online. Consent Forms 
are available at the web site listed above. 

Help Via Telephone in the United States & Canada 
For phone assistance, call Ahsri TechnicalSuppart at ('1 25 \ 951-7106. Our 
InteracHve Vellce Respanse system is generally available 24/7,providing auto
mated support soluNons immediately. 

This console-based product has automated 9upport. which includes informaHon 
such as gameplay tips, informaHon on Control Keys, possible Cheat Code combi
nation keys, and instructions for finding secre t screens and/or additional game 
levels (if these type of items exist and are made available for thiS particular productJ. 

Great Newsl We've improved our Automated Systems so that you can get prod
uct-specific Troubleshooting help more quickly. All you need to do is enter the 
producr s Part # when prompted to do so. This will take you direcH y to all of our 
known issues and solutions for this tiNe . The producrs Part # Is located in several 
places Ion the CD label, Game Pak, package and/or plastiC disc [ase, if applica
bleJ and is usually identined by a number such as 0'1-123'15. When prompted by 
the Automated System, enter the last five digits of your producrs Part # . (For 
example, Part # 01l-12311S would require that you enter th e "12311S" portion of 
the number for that product. I Nate: Some products simply feature a five-digit Part 
#: without an "Oll-" prefix. 

Uve support is generally available Monday through Friday, 8:00 AM until 5:00 
PM (Pacific Timel. Note: We may be closed on major holidays. 

Product Rl!turn Procedures In the !I.!Iited stat 5 & Cl!!1ada 

In the event our technicians at ('I2S \ 951 ·7106 determine that you need to for
ward materials directly to us, please include a brief letter explaining what is 
enclosed and why. Make sure you include the Return Merchandise Authorization 
Number (RMA#I supplied to you by the technician, and your telephone number In 
case we need to call you. You will receive the mailing address when the techni
cian gives you the RMA#. Any materials not containing this RMA# will be 
returned to you unprocessed. 

Warranty Policy in the United state!. & Canada 

If our technicians determine that the product storage medium is found to be ､ ･ｦ･｣ ｾ＠

live within ninety (901 days of original purchase, (unless otherwise provided by 
applicable lawl, Atari will replace the item free of charge, to the original purchaser, 
if the item is accompanied by the original dated receipt and packaging. 



END-USER LICENSE ａｾｒｅｅｍｅｎｔ＠
IMPORTANT READ CAREFULLY: Please  be sure  to carefully read 
and  understand all  of the  rights and  restrictions described  in  this 
End-User  license Agreement ("EULA"). 

AGREEMENT 
This  document is  an  agreement between you and Atari,  Inc.  and  its affili-
ated  companies  ("Company"). The  enclosed  software game disc(s),  car-
tridge or Gdme  Pak  ("Software") and  any accompanying  printed materi-
als  are  licensed  to  you  only on  the  condition  that you  accept  all  of  the 
terms  contained  in  thi, EULA. 
By  opening  thi;  package  and  installing  or otherwise  using  the  Software 
you agree  to  be  bound by the  terms of this  EULA.  If you  do not agree  to 
the  terms of this  EULA you  may not install  or use  the Software  and with-
in 15 days of purchase you must call  the Tech  Support telephone number 
listed  in  the  manual  accompanying  the  Software  (the  "Manual").  Select 
the Automated  Phone System's Main Menu option for Consumer Services 
and  follow  the prompts. 
You will be given a Return Merchandise Authorization number (RMA #) by 
the  techniCian.  You  then  have  15  days  from  the  date  of  this  contact  to 
return  the  Software  in  its protective  covering,  the  Manual  and  the  origi-
nal  sales  Invoice  to  the dddress supplied  to  you. 
If this  is  a PCproduct, when you install  the Software you will  be asked  to 
review  and  either accept or not accept the  terms of the  EULA  by clicking 
the  "I Accept" button. By  clicking the "I Accept" button you acknowledge 
that you have  read  the  EULA,  understand  it and  agree  to be bound by its 
terms and  conditions. 

COPYRIGHT 
The  Software  is  protected  by  copyright  laws and  international  copyright 
treaties,  as well as other Intellectual property laws and treaties.  All  title and 
copyrights  in  and  to  the  Software  (including  but  not  limited  to  any 
Images,  photographs, animations, Video,  musIC,  text and  "applets"  incor-
porated  Into  the  Software)  and  any printed  materials accompanying  the 
Software are  owned by the Company or its Licensors. 

GRANT OF LICENSE 
The  Software  is  licensed  and  not sold  to you and  its  use  is  subject to  this 
EULA.  The Company grants you a limited, personal,  non-exclusive license 
to  use  the  Software  in  the  manner described  in  the  user documentation. 
The Company reserves all  rights not expressly granted to you in  this EULA. 

PERMITTED USES 
1.  If the Softwdre is  configured for loading on a hard drive, you may install 

and  use  the Software on a single computer. 

2.  You  may make and maintain one copy of the Software for backup and 
archival  purposes,  provided  that the original and  copy of the Software 
are  kept  in your possession. 

3.  You  may  permanently  transfer all your rights under this  EULA,  provid-
ed  you  retam  no copies,  you  transfer all  of the Software  (including  all 
component parts,  the  media and  printed materials and any upgrades) 
and  the  recipient  reads and accepts this  EULA. 

zo 

RESTRICTIONS 
1.  You  may not delete or obscure any copyright,  trademark or other pro-

prietary notice on  the Software or accompanying printed materials. 
2.  You  may not decompile,  modify,  reverse  engineer,  disassemble or oth-

erwise reproduce  the Software. 

3.  You  may not copy,  rent,  lease,  sublicense, distribute,  publicly display the 
Software,  create  derivative works  based  on  the  Software  (except  to  the 
extent expressly permitted in the Editor and End-User Variation section of 
this Agreement or other documentation accompanying  the Software) or 
otherwise commercially exploit the Software. 

4.  You  may  not electronically transmit  the  Software from one computer, 
console or other platform  to another or over a network. 

5.  You  may  not use  any  backup  or archival  copy of the  Software  for an,}' 
purpose  other  than  to  replace  the  original  copy  in  the  event  it s 
destroyed or becomes defective. 

EDITOR AND END-USER VARIATIONS 
If the Software  includes a feature that allows you to mOdify the Software or 
to construct new variations (an  "Editor"), you may use such Editor to create 
modifications or enhancements  to the Software,  including the construction 
(If new levels  (collectively the  Ｂｖ｡ｲｩ｡ｴｬｯｮｳＢｾＬ＠ subject to the following  restric-
(Ions. Your \ianatlons:  (I) must only work With the full,  registered copy of the 
Software;  (II)  must  not  contain  modifications  to  any  executable  file;  (iii) 
must not contain any libelous, defamatory or other illegal material,  materi-
al  that IS  scandalous or invades the rights of privacy or publicity of any third 
party;  (IV)  must  not contain  any  trademarks,  copyright-protected work  or 
other property of third parties; and (v) may not be  commercially exploited 
by you, including but not limited to making such Variations available for sale 
or as  part of a pay-per-play or timesharing service. 

TERMINATION 
This EULA is effective until terminated. You may terminate this EULA at any 
time by destroymg  the  Software.  This  EULA  will  terminate automatically 
Without  nCltlce  from  the  Company  if you  fail  to  comply with any  provi-
sions  of thiS  EULA.  All  provisions of this  EULA  as  to warranties,  limitation 
of liability,  remedies  and  damages will  survive termination. 

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 
You are aware and agree that use of the Software and the media on which 
is  recorded  is  at  your sole  risk.  The  Software  and  media are  supplied  "AS 
IS."  Unless otherwise provided by applicable law,  the  Company warrants 
to the  onglnal  purchaser of thiS  product that the Software storage medi-
um will be free from defects  in  materials and workmanship under normal 
use for nmety (90) days  from the date of purchase. The warranty is  void  if 
the defect  has  amen through  aCCident,  abuse,  neglect or misapplication. 
If the Software fails  to conform to this warranty, you may at your sole and 
exclUSive  remedy,  obtam  a replacement  free  of charge  if you  return  the 
defective Software. Follow the Product Return Procedures described in  the 
Manual.  The  Company does  not warrant  that the  Software or  its opera-
tions  or  functions  will  meet  your  requirements,  or  that  the  use  of  the 
Software will  be  without interruption or error. 
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TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, 
EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE 
COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, 
INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WAR-
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS 
WARRANTY SET FORTH ABOVE, THE COMPANY DOES NOT WAR-
RANT, GUARANTEE OR MAKE ANY REPRESENTATION REGARDING 
THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN 
TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENT-
NESS OR OTHERWISE. SOME JURISDICTIONS DO NOT ALLOW THE 
EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE 
ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 

LIMITATION OF LIABILITY 

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICEN-
SORS BE LIABLE FOR ANY INCIDENTAL, INDIRECT, SPECIAL, CONSE-
QUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES WHATSO-
EVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY 
TO PERSON OR PROPERTY, FOR LOSS OF PROFITS, BUSINESS INTER-
RUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF PRIVACY, 
FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF 
OR IN ANY WAY RELATED TO THE USE OR INABILITY TO USE THE 
SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED REPRE-
SENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSI-
BILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW 
THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 
IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAM-
AGES WITH RESPECT TO THE SOFTWARE EXCEED THE AMOUNTS 
ACTUALLY PAID BY YOU FOR THE SOFTWARE. 

CHOICE OF LAW AND VENUE 
This EULA  is governed by the laws of the United States of America and the 
State  of New York,  exclusive  of  its  conflicts of law provisions.  The  exclu
sive venue for litigation regarding or ariSing from this EULA is New York 
County, New York and you agree to submit to the Jurisdiction of the 
courts of New York County, New York for any such litigation. 

MISCELLANEOUS 
If any provision or portion of this EULA is found to be unlawful, void, or 
for any reason unenforceable. it will be severed from and in no way affect 
the validity or enforceability of the remaining provisions of the EULA, 

This EULA constitutes the entire agreement between you and the 
Company regarding the Software and its use. 

Terminator® 3: The Redemption © 2004 Atari, Inc. &: IC V;deo llC. All rights 
reserved, Developed by Paradigm Entertainment. Terminator ® used under license. 
TM © 2003 IMF Internationaie Medien und Film GmbH & Co. 3 Produktions KG. 

Dolby, Pro logic, and the double-D symbol are trademarks of Dolby laboratories. 
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I'VE BEEN AN 
OFFICER IN THE NYPD 
FOR FIFTEEN YEARS, 

SEVEN AS A MEMBER 
OF A SWAT TEAM. 

UP UNTIL A MONTH 
AGO I BELIEVED I HAD 

SEEN EVERYTHING--
THAT NOTHING COULD 

RATTLE ME. 



HE CONVINCED ME 
I  NEEDED TO GET 

OUT OF NEW YORK 
CITY FOR A  WHilE. 



WHICH IS EXACfLY 
WHY WE'VE BEEN 

HERE FOR THE 
PAST WEEK. 















Writer 
D if .Lｍ･ｾ＠ rscllWartz 

Aspen Showcase: Ember 

Artist 

AlexSanchez 
JSA Classified 

Star War.r" 1he Old Repuhlic 

































... EVERYTHING 
THAT EVER WAS 

OR WOULD EVER 
8E DR. PETER 
NEW8URGH... 
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...aUi THESE 
Af<e  iHe ONLY  iHINGS 

iHAi LOOK LIKe 
JAIL CELLS. 
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T 
Fathom series  •  Soulfire  series  

Shrugged  •  EHecutiue Assistant:  Iris  

Now Ruailable Online For Download 
[ omiHology •  Graphicly •  iUerse Media 

DGRAPHICLY 

Coming  Soon  for Download: 
Rrok:en  Pieces  •  Charismagic  •  Dellec.  lady Mechanik:a  

Mindfield •  The  Scourge  •  Michael Turner's Sk:etchbook:s  •  Rnd  More  
DON'T FORGET TO VISIT US 0 THE INTERNET AT www.PENCOM.C.COM 

All al'twork. characur. and t heir li ken. .... ar. C 2011 Aap. n MLT. Inc. All Right. Reserved. 

http:www.PENCOM.C.COM
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ENTIRELY FICTIONAL  ANY RESEMBLANCE TO ACTUAL PERSONS  (LIVING OR DEAD),  EVENTS OR  PLACES, WITHOUT SATIRIC  INTENT,IS 
COINCIDENTAL PRINTED IN THE UNITED STATES OF AMERICA. 
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Alari , Inc.. 417 fi lii! Avenu., New York, NY 1l1li1& USA 
MADE IN THE USA. 

Onver J (C) 2003 Al arl, Inc All .'uhts resurved. Crealod and dll\Pulopod bV 
REFliCTI ONS Inlorectlvr. lIM lod, nn Alari 11udio REFLECTI ONS, the 

ｾｾｾ ｾ Ｚｾｉ［ｾｾ ｾｾｬｩｾＺ＠ ｾ ｬ､ｏ ｾｾ ｾ ｾｉｾＡ ｾ［ｾ ｾｏｲｾｾＺｾ＠ Ｚ ［ Ｎ ｡｡､ ｾＺｾ ｾｏ ｾｲｾｾｾ［ ｃｔｬｏｎｓ＠
resp"oll va owner;. 



WARNING: READ BEfORE USING YOUR  PtAVSTATlONtl"2  
COMPUTER ENTERTAINMENT SYSTEM.  
Avery small percentage of individuals may experience epileptic seizures when  
exposed to certain light pattems or flashing lights. Exposure to certain patterns  
or backgrounds on atelevision screen or while playing video games, including  
games played on the PlayStation 2console, may induce an epileptic seizure in  
these individuals. Certain conditions may induce previously undetected epilep- 
tic symptoms even in persons who have no history of prior seizures or epilepsy.  
Hyou, or anyone in your family, has an epileptic condition, consult your physi- 
cian prior to playing. If you experience any of the following symptoms while  
playing avideo game - dizziness, altered vision, eye or muSt.!e twitches, loss  
of awareness, disorientation, any involuntary movement. or convulsions -
IMMEDIATELY discontinue use and consult your physiCian before resuming play.  

WARNING TO OWNERS Of PROJECTION TElEVISIONS:  
Do not connect your PlayStation 2console to aprojection TV without first con- 
sulting the user manual for your projection lV, unless it is of the LCD type - 
Otherwise,  it may permanently damage your TV screen.  

USE OF UNAUTHORIZED PRODUCT:  
The use of software or peripherals not authorjzed by Sony Computer  
Entertainment America may damage your console and/or invalidate your war- 
ranty.  Only official or licensed peripherals should be used in the controller ports  
or memory card slots.  

HANDLING YOUR PLAvSrATION 2 FORMAT DISC: 
•  This disc is intended for use only with PlayStation 2consoles 

with the NTSC WC deSignation. 
•   Do not bend it, crush it or submerge it in  liquids. 
•   Do not leave it in direct sunlight or near aradiator or other source of heat. 
•   Be sure to lake an occasional rest break during extended play. 
•   Keep this compact disc clean. Always hold the disc by the edges and 

keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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uy· Terminator®3: Rise of the Machines'" on  DVD or VHS. 

(a) 3" x5" card with your full  . 
(no P.O.  Boxes), (optional) home tel_ 
and (optional) e-mail ....; (b)ThHafliiliilpU br 
ｾ･ DVD or VHS tu¢I1ased between 11/4/03and 2127104 
wftb the purchase price clearly circled; (c) An original 
proof-of-purchase tab or UPC from the purchased DVD  ｾｲ •• ｄｾｄ＠｟or VHS (Use tab "e" for DVDs).  Please see examples  ... 

11111to the right. 
or  UPC 

1111111111111Il ro:Terminator 3: Rise of the Machines $3.00 Rebate  SAMPLE 

P.O. Box 11n, Grand Rapids, MN 55745-11n ｉｬｕｬｾｬＡＡｬｬｬｬ＠

ＺＺ･ＺＺｾｩＺ ｴｨｾｧｦＮ ｩ ｳ ｾＡｳＺ･ｕＺｓＺ ］ｾｲＺｭＢＱ ､］ｾ ｾＢＡｩ ｧＺｲｦｾｵｓ ｾｾｾ ｙ ｾｾ ｩｲｾｾｾｾｪｖ ｾｾｦｾ ｴｾ ｧ Ｌ ｾＺｾｾｉ ｾｾ＠ ｧｾＺ［ｩＺ＠
restricted. Original  proof-of-purchase  tab or  UPC  must  accompany  requesl  and may  not Cereproduced.  Copy  of sales 
receipt  will  be accepled. OVD  proof-of-purchase  tabs A,  B & 0 not eligible  for Ihis  offer.  Requests  which,  in  the sole 
discretion  of Wamer  Home Video Inc., do not  strictly  comply  with the terms and  conditions  of  this  oHer,  including 
fraudulent requesls.  are  invalid. Duplicate  or invalid  requests will be rejected and will  not  be retumed. Keep  a copy  of 
UPC,  proof-of-purchase tab and sales receipt for your records. Not valid in combination with any oiher oHer. Warner Home 
Vlcleo  Inc.  is not responsible  for  late,  lost, stolen, delayed, unpostmarked, postage duel illegible or misdirected mail.  P.O. 
Boxes will not be honored.  Allow 8-10 weeks for processing. If you have not  received  tne  rebate  by  the  time allotted, you 
maycall Cushlmer Service at 886-488-4640. Oller is not open to employees of AOl Time Warner,  its aHiliated companies, 
subsidiaries, franchiSees, agents, any wholesalers or retailers and thefamilies of each  living in  thesame household. Only 
new  factory-sealed  videos  and/or DVDs  (nol  previously  viewed  videos  and/or  OVOs) qualify. Cash  value  1/1 00¢. All 
information captured  in  this  consumer oller, including buying behavior, may be used  for  '"ternal marketing researc.h by 
Warner Bros. Entertainment  Inc., Warner Home Video Inc. and AUL lime Warner and Its subsidiaries. Consumers  are  not 
required  to provide their phonenumber or 8-mail address to Qualify for this olter. 
This is an offer of Warner Home Video Inc. C 2003Warner Bros_Enlertainmenllnc. 
® used under license.  TM  & C 2003 IMF 3.e 2003 IMF  Internationale Medlen und  Film GmbH & Co. 3 Produktions KG. 
Artwork and Design C 2003Warner Bros Entertainment Inc. 

http:th~gf.is




END-USER LICENSE AGREEMENT 
IMPORTANT  READ  CAREFULLY:  Please  ｉＩＨｾ＠ suw  In Cilll:llIlly  1l1!1H' .11111 

riescrtllecllillilis 111I1lJSt:f  IIr.nIlSr. Aqrmmwnl  ("HJI Al 

AGREEMENT 
11115 dOClIllJent IS  illl ilOlm:rlICllllletwep.n you and  1\1;111 ('ilL Ii ｉｓｬｾＨＱ＠

sollwam  'lame rllsc(s)  cilltf1(l(jC or  Game  Pak  ("Sollwarn) and  ;IIC IICI:lIsl:d  iii 
you  only  on  lim (:ol1(lll1on  Ihal  YOII  ilr.r.r.pl ali  (lIllie leliliS coIII;III1{:d 

By opmlll1O  IIlis package and  Il1stillllllCj  or  nlhmwise  IISIfIf) 
lULA If VOIi  (10  110t  agree 10 1111: terms of Ihls I:ULA YOlllllay not 

Tech  SUllnorl  telephone  IIUmhp.1  li;;letilll 11m  ＱＱｉｾｬｬｉｬ｡ｩ＠ i1CCOmpallYlllfj 
Malll Mellu opllon  for  Consull1er  ｓ｣ｲｖｬｴ［･ｾ＠ all!! lollow 

You  willlJe given aReturn  Mercilamlise l\ulhOillatloll number  (RMA #)  hy  tlie  ledHlIr.1i1i1  YIlU  Illen 
dalr.  olllils conlacllo  relum  Ihr. Software  III  lis  prolectlve coverlllq  the  Manllal  ,Hid 

il1e address  sllpplimi  (0 you 

IIlis  is a PC product.  when  YOII  Install  the  ｓｯｦｴｷｾｲ･＠
lerms olille Wl Aby clicklllq  Ihe  "I  Accept"  bullon  have 
read  the  [UtA, undersland il and  ｾｧｲ･･＠ 10 1Jr, bOllnrl 

COPYRIGHT 
Tile Software  IS  prolected by  well  ｾｳ＠ ＱＩＱｉｬＡｾｲ＠ IIltrlll,clll;li 
taws anlf  Ircalles  Alilitie ;md 

1[8(1lles 
IHlI  lll1l1lp.ll  to allY  IImwp.s  photOl)1 apl1s 

ilnllllfliions. Video.  IllUSIC.  lexl ami 'applets'  Incorporaterilfllo  Ilrlllle(! lllilh,II(Jls  ilccompanYlnq 
11m Software are owned by  the  COlTlpany or  ils Licensors 

GRANT Of LICENSE 
Tim Sollware  is  liceosed anrinot sold  10  yOl! and  Company granls yllli a 

non-exclusive  license  10  use  Ihe Software  III  tile IIscr dOClllnp.l1latlOll Tile 
reserves all  flgllts  flol  expressly granlerllo you 

PERMITTED  USES 
1 Illhe Software  is configurerl  lor  loaning on aharrl  rlrive.  you may  Ilisiall ilnrillse Ihe Soltw;lIe 011 a SIIlIJle cOll1plllm 

You  make and  mamlain  one copy 01  Ihe Sollwilffllor IJrlckUil ami archlvallllllposeS.  prlJvlderllllal 
311(1  cnpy  Ihe Soltware  kepI  In  yom possession 

l11ilY permanenlly Iransler all your  flghls under  1I11s  I:UlA provilleci you  relalll  110  copies  YOlilransler  ｾｉｉ＠ 01  Ihe 
Sollwarc  (includlllG  all  component  pariS.  the  me(lia  ｾＱｬＨＱ＠ prlll18[j  malenais all(l  allY  lIPQl(llles)  al1(l  the  reCIpient 

RESTRICTIONS 
1 You  may not delete or obscure any copynghl.  Ir3(lelllark or  oltler propnetary nollce  Soltwme or accol11panYlflCj 

malerials 

2 You  may nol  decomprle.  llIortlly,  reverse engineer,  disassemble or otherWise  leprodllce  Ihe  Soltware 

may  not  copy.  rent.  lease.  sublicense.  dlslflhille.  publicty 
ol1lile SoUware  (except  to  111  Villialloll section olttllS Agreel1lP,fll 
or  olher clocumenlallon accompanying  Ihe  or  oltltnWlse cOlllmercially explOillhe Soltware 

may nol electronically Iransmilihe Solfw(lre  from  one complltel consolr,  or  olher  platform  10  another  or  over  a 
nelwork 

Software for  allY purpose olilor  thill110  replace IIle ollgmal copy 

EDITOR  AND  END-USER VARIATIONS 
IIlhe Sollware  inclutles a fealure  Ihat allows  10  rnorltly  Ihe  Sollware  or  10  col1sliuclnew vanaliolls  (all 

slJet!  Editor  to  create  or  enilancements  to  Ihe Soltware.  inclu(llng Ihe  cOllslrllctl(JI)  01 
the  "Vari(lflons"). subleello Ihe  lollowtng  leslrlctiOIlS  Yow  Variallons  (I) mllsl only work wllh  Ihe 

copy 01  the  SoUware:  must  not  contain modifications  to  any execulable  hie.  (Iii) Iilllst  1101 
lIelamalory or olher  malenal. matellallilat  IS  scandalous  or  Invillles ttle  IIghlS 01  pnvacy  or 

32 

TERMINATION 

LIMITED  WARRANTY  AND  DISCLAIMER  OF  WARRANTIES 

TO  THE  FULLEST  EXTENT  PERMISSIBLE  UNDER  APPLICABLE  LAW.  EXCEPT  FOR  THE  EXPRESS 
WARRANTY  SET  FORTH  ABOVE.  THE  COMPANY  DISCLAIMS  ALL  WARRANTIES.  EXPRESS  OR 
IMPLIED.  INCLUDING  AND  WITHOUT  LIMITATION.  THE  IMPLIED  WARRANTIES  OF  MERCHANTABILITY 
AND  FITNESS  FOR  A PARTICULAR  PURPOSE  AND  NON-INFRINGEMENT.  EXCEPT  FOR  THE  EXPRESS 
WARRANTY  SET  FORTH  ABOVE.  THE  COMPANY  DOES  NOT  WARRANT.  GUARANTEE  OR  MAKE  ANY 
REPRESENTATION  REGARDING  THE  USE  OR  THE  RESULTS  OF  THE  liSE  OF  THE  SOFTWARE  IN 
TERMS  OF  ITS  CORRECTNESS,  ACCURACY,  RELIABILITY.  CURRENTNESS  OR  OTHERWISE.  SOME 
.JURISDICTIONS  00 NOT  ALLOW  THE  EXCLUSION  OF  OR  LIMITATIONS  ON  IMPLIED  WARRANTIES. 
SO  THE  ABOVE  EXCLUSIONS  AND  LIMITATIONS  MAY  NOT  APPLY  TO  YOU 

LIMITATION  OF  LIABILITY 
IN  NO  EVENT  WILL  THE  COMPANY  OR  ITS  EMPLOYEES  OR  LICENSORS  BE  lIABL E FOR  ANY  INCI
DENTAL INDIRECT. SPECIAL. CONSEQUENTIAL OR PUNITIVE DAMAGES. OR ANY DAMAGES WHAT 
SOEVER (INCLUDING. WITHOUT LIMITATION. DAMAGES FOR INJURY TO PERSON OR PROPERTY. 
FOR LOSS OF PROFITS. BUSINESS INTERRUPTION. LOSS OF BUSINESS INFORMATION. LOSS OF 
PRIVACY. FAILURE TO MEET ANY DUTY ANO NEGLIGENCE) ARISING OUT OF OR IN ANY WAY 
REI ATEO TO THE USE OR INABILITY TO USE THE SOFTWARE. EVEN IF THF COMPANY OR AN 
AIJTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY OF 
SUCH DAMAGES. SOME JURISDICTIONS 00 NOT ALLOW THE EXCLUSION OF LIABILITY FOR INC I 
DENTAL OR CONSEQUENTIAL DAMAGES. SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 

IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE SOFT 
WARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE 

CHOICE OF LAW AND VENUE 

MISCELLANEOUS 

r ｾ＠ I I 1 

33 
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END-USER LICENSE AGREEMENT 
IMPORTANT - READ  CAREFULLY:  Please1)1l  SUit'  10  I:i'ueflilly (pm I ＬｾｬｉｲｬｬｬｉｬＨｬ･ｉ ｓｉｾ ｬＱ ｲ＠ ｬ＠ all  ol llw Iloilts .lIl!!  lesh l( 
1I0ils (Iascrlbed  in Ihis rnd-User liCP.1I5C Agreemenl ( I ULA  1 

AGREEMENT 
ｔｬｬ ｩ ｾ＠ documenl  is <1n  agreemCnllJetween YOII anrl Atan  Ille it lill ils al ll lialp.(1  t:0I 1I1Jil1I1C5 (GwllDdlly')  Ille cncillsell 
ｾＨＩ ｬＱｷ｡ｬｬ ｬ＠ [fame ellsc(s) , G;ulllrlge or Game Pilk ("Sollwilre") allrJ aliI' ilr:COI lipanYlllq  Ilrinlrrl  rnillelf(tl!>  illt' IICP.IISP.fllll 
youunly on  the  r.ondlllOnlhal YOll  accepl  all  01  Ihe  lerms ｣ｯｬＱｬｾ ｩ＠ ｬｬｲＮｲｬｬｬ ｬ＠ ｬＱ＠ ｬ＠ ｩ ｳ＠ [lllA 

By open ing  1I11s  package  aM illstal ltnq 01 olherwise  IIslng  Ih!'  ｓ ｜ｬｴｬｷｾｲ ｰＮ＠ you  ｡ｏ ｉｴ ｾ･＠ 10  11P  bOllnd  fly Ihl!  ｬ ･ ＢＢ ｾ＠ 111 111 IS 
EULA, If  you  do 1101  agree  10  tile lerms 01  Ihis [ UtA vou  may  110t  ｉｉｬｳｬｾＱｉ＠ UI  lise Ihe ')ollworei'liidwilhin  15 clays olpurcilasc 
y011  musl  C(l ll ille  Tech SlI l1Pof'l  lelephone numbm  Iisled  In  the rllil ll lJill acr.ornpililyinu  Ihr.  Sullwalp.  (Ille  "ManUill") 
SelecllllC Aulomaled  PhoneSyslem's  MaIO Menu oplion  lor  Consurner $p.rvlces  andlollow Ihr.plompl5 

YOII will be given a Relurn Merchandise Aulhorizallon  number (RMA I ) by ＱＱＱｲＮｬ･ｴＮｬｬｬｬ＠ ｩ ｲＮ＠ ｬ ｾｮ＠ Youillen Mve 15 day:; frllll1 

Ille fla le ullhis conlact  10  milan  Ihe  Software  In  liS  prolectlve coveflnQ  1110  Manllal  ｾｮ｣ｴ＠ Ille nriQlIla l sales  inVOice  10 
the address supplied 10  you 

II  till S is aPC  ploduct, whel l you  Inslallthe Soflware you willlJe askecl lo  review  an(J  ellhel  ､ｾ ｲＺ･ ｰｬ＠ ｬＩ ｬ＠ lIul  ilccepllhe 
terms olllle [ULA hy clicking II1e  "I Accept"  bulloll  Bv clickrng  Ihe "I Accept"  llulfon YOIi  acknnwledge  Ihal  you  ｨｾｶ ･＠

read  Ihe EULA , ｬｉｮ､･ ｲ ｳｬ｡ｮ ｾ＠ II  and agree 10  be  IJOtJlldby  ils terms and cOlld ilions 

COPYRIGHT 
Ihe Software  is prolecled  by copyriyhllaws and  mlernatlonal  t:OPVrrgl1l  lreatres,  as  well as olhel Inlelleclual  properly 
laws anrl Ireillies  AllliUe amI  copyrrnhls in and 10  Ihe Soffware (lilcludlllQ  hi li  riot  hmltecl  lu any  Images phologrrlph$ 
ammalions, video, mllsic, Ip.xl  and  'applels'  incolporaled  inlo the Soflware) and any plintect malerla ls aCCUIllpanYlng 
Ihe Sollware are owned by  thr.  Company Of  ils licensors 

GRANT  OF  LICENSE 
The Software  IS  licensed and nol  sold 10 you  and  ils lise  is subjecllo IIl1s  EULA  The  Cornpany granls you a limlled 
personal, non-exclusive license 10 use Ille Software  in tile manner  rlescri berJ  in Ihe IJsel documenlatron. Til e 
ComP<l I1Y reserves al l rlghls nol expressly granled 10 YOLi  In  Illis [ UI A 

PERMIITED USES 
1  If  Ihe Sollware  is configured  lor  loading  on ahard ci rive,  you may  Inslall allfilise Ihe Sollwale un asingle compulel 

2. You  may make and malnlaln one r.opy  01  Ihe SOIlW31P.  lor  backup ann archival purposes  provideci lhalille onginal 
and copy 01 Ihe Software arr.  kept In  your possession 

3 You may permanently  Iranslel  all your fights uncJef Ihls rULA, provided  you  rela lllllU LOpies. yuu  Iranslel  all ollhe 
Software  (i ncludrngall  componenl  paris, tile medii!  and  "mnled  malenals and any Illlgrades)  and  Ihe  leclplenl  leads 
and accepts Ihis EULA. 

RESTRICTIONS 
1 YOI I may not delele or obscureany copyright.  lraclemark moillel  propllelary nolice onltle SoHware or accompanying 
pi Inlet! matenals 

2 You  may nol decompile modify, reverse engineer, rJisassernble or  olherwrse  replocilice  the  ｓｯｬｬｷ｡ｲｾ＠

3. You  may  1101copy,  renl, lease, sublicense, dlslrihute,  publicly  rhsplay  Ihe SoliwarB. ereale  derrvative  WOI ks  based 
on Ille  ｓｯｦｬｷｾｲ･＠ (excepllo Iheexlenl e)(pressly permilled mlhe tdilm ann End  User  Val lallon secllon 01  this Agreemenl 
or 01l1er  (Iocumenlallon accompanYing IIle Sollware)  or  olllefwise commercially exploil theSollware 

4. You may  not electronically transmit  Ihe$oflware  Irom one r.nmpiller, console or oiller plallormlo anothel or  over  a 
nelwmk 

5 YOII  may nol  use any backup or archival copy 01 theSollwale lor any PUlPOSt! other  thalllllieplacethe anginal r.opy 
in Ihe evenl  iI's nestloyed  or becomes detecl lve 

EDITOR  AND  END-USER  VARIATIONS 
IIlhe Sollware  includes a tealurethat allows youlDmodlly Ihe SollWafp.  ur  10 const lucl  new vallalions (all  "tdilor"), 
YOLI  may use such  Ed itor  to create  modilicalions or enhancemenls 10  Ihe Sollware, IIlcludlng  Ihe construclion 01  new 
levels (collectively IIle "Variallonn, subjecllo Ihe  follOWing  reslrrctions.  Your  ValiallOns: (I) must  only work  wllh  1I1e 
lull, reglstere(1copy 01  Ihe SoHwale,  (Ii) musl  not  contain modlfica lions 10 any  execulable  tr lc, (ii i) must  no!  contain 
any  libelous, delamalory or olher  illegal  malerial,  maleflil l illal  is scandalous or  Invades Ihe  li9hls 01  povacy or 
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TERMINATION 
III  1111  \ ,:11i  :11  Ｂｾｉ＠ IfllIl'fll1lilldllili  Yilli  [flilY h'ff1 I1I I,jlp  11 11' I rJl  Al l ,lily  IlIlli' IIV  oI,";III'¥IIIIIIII' · :.11111'1,11" ｉｉｉｉｾ＠ 11.11  A 
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LIMITED  WARRANTY  AND  OISCLAIMER  or WARRANTIES 
'.ll IW,tf  ,111,1  lor(:1 1I '.:j1 IlSI'  'It 1111' SI1I1WiH/ ..\lId Ihl  111I'rlla  ", "IllIrfl  IS  II:QlriJr'r! h ,II  \'11111  ｾＨｬｉｉＧ＠ ｬｉｾｫ＠ 1111 

IIlhYdlt' ,1111,1111'1"  ill'  ,llIlplll'tl  AS  P  1I111r.ss  olhpIWI!)f:  t'JllVlllr:rl  I]V  Jlliflirdl"!' IJW  llil ' LllllIjlilfiV 1'1;111,1111,  Ip  lli, 
, J'qlllrli PIIICllitSrl  ,11111: prnrlncllli;JllhH  ｓＨＧｬｉｷｾｦｉＢｬｵｲ､ｑｲ＠ lI1erlllll1 l Will  Ill: Ir l:'  ｉｦｬｬｉｬｉｬｬ ｬＧ ｬｾｬＮｴＬ＠ ｉＱ＠ ｬ＠ ｬｉＱｩｬｲｮｲｩｬｬｾ＠ illlli Wllff 
1,]11,11'1  LJlllj['1  1I("llIIIIIN! IIll IfIlIPIV  IDO)  ri"ys  lrol11lhl'  ｉｉ ｾｉ ｉ Ｇ＠ !1lllllll.hasl.  1111  W,rI[,II"V ｉｾ＠ 1'111[1111111  liI:":r.1h,IS  ,IIISI'II  

'tlllllltJli.fI.(f(lerrl. ,) IIIISC ｬｈＺｱｬｲ ｾｃＱ＠ Ｑ＠ I1l1sapllilCalJlI1l  1I1111i <;[ illw,ll f'  lalls  ｉｦｬｬｉｬｉｬｬｬ｜ｬｬｉｬｬｬｬｬｬｬｉｾ＠ W!llillllv  YtlII111ity  ,\I  ｾＨＱｉＱＱ＠  

HId ＱＺ［［ｲ Ｌ ｩｬｬｾｉｖｦＧ＠ JPIIII'tlv  ｵｨ ｬｾｬｦｉ＠ il  ｗｉｉｉＮｈｊＡｲｲｬｾ ｲｲｬ＠ ｲ ｲｾｦＧ＠ 01 cililrtlfl  II  VIJIlII:1Itrll ll ll, ｉｦｰｬｲ ｾ｣ｬｬｖｦｊ＠ '>lIlIw,HI' [-nll'll'< 1111'  
I'lndllC!  i1elulli  ｲＧ＠ ｉ ＬＬＨＺｰｴｬｕ ｬ･ｾ＠ IjPSf.Ill1f:tf  1Il111t! Mallual  Ihl  Compilnv cllln!, nnl \v;nr,1II1111illlh(!  ',lIl1will,l (II  I:  ｬｪＱｉＧ ｲ＠ ｾｪ＠ ｉ＠ ｈｬｉＱ＠  

111111;11111  "Vi I n I'flI VI1\11 rnqlllll:rlll'1l15 III  ｉｉｾｉｉｉｉｉＧ＠ liSP  (llltlc:  Sl'Ilw;,1I  WIll  111.  Wltl llllllll1h 1IIIplllll  II r f!rrnT 

TO  THE  FULLEST EXTENT  PERMISSIBLE  UNDER  APPLICABLE  LAW. EXCEPT  FOR  THE  EXPRESS 
WARRANTY  SET  FORTH  ABOVE,  THE  COMPANY  DISCLAIMS ALL  WARRANTIES , EXPRESS  OR 
IMPLIED,  INCLUDING  AND  WITHOUT LIMITATION,  THE  IMPLIED WARRANTIES  OF  MERCHANTABILITY 
AND  FITNESS  FOR  A PARTICULAR  PURPOSE  AND  NON·INFRINGEMENT  EXCEPT FOR  THE EXPRESS 
WARRANTY  SET  FORTH  ABOVE,  THE  COMPANY  OOES  NOT WARRANT. GUARANTEE  OR  MAKE ANY 
REPRESENTATION  REGARDING  THE  USE  OR  THE  RESULTS  OF THE USE  OF THE  SOFTWARE  IN 
TERMS  OF  ITS  CORRECTNESS , ACCURACY,  RELIABILITY. CURRENTNESS  OR  OTHERWISE.  SOME 
JURISDICTIONS  DO  NOT  ALLOW THE  EXCLUSION  OF  OR  LIMITATIONS  ON  IMPLIED  WARRANTIES , 
SO  THE  ABOVE  EXCLUSIONS  AND  LIMITATIONS  MAY  NOT APPLY  TO YOU . 

LIMITATION  OF  LIABILITY 
IN  NO  EVENT  WILL THE  COMPANY  OR  ITS  EMPLOYEES  OR  LICENSORS  BE  LIABLE  FOR  ANY  INCI-
DENTAl.  INDIRECT.  SPECIAL, CONSEQUENTIAL  DR  PUNITIVE  DAMAGES,  OR  ANY  DAMAGES  WHAT 
SOEVER  (INCLUDING,  WITHOUT  LIMITATION , DAMAGES  FOR  INJURY  TO PERSON  OR  PROPERTY, 
FOR  LOSS  OF  PROFITS,  BUSINESS  INTERRUPTION , LOSS  OF  BUSINESS  INFORMATION , LOSS  OF 
PRIVACY,  FAILURE TO  MEET  ANY  DUTY  AND  NEGLIGENCE)  ARISING  OUT  OF  OR  IN  ANY  WAY 
RELATED  TO  THE USE  OR  INABILITY TO  USE  THE  SOFTWARE.  EVEN  IF THE COMPANY  OR  AN 
AUTHORIZED  REPRESENTATIVE  OF THE  COMPANY  HAS  BEEN  ADVISED  OF THE  POSSIBILITY  OF 
SUCH  DAMAGES, SOME JURISDICTIONS  DO  NOT ALLOW  THE  EXCLUSION  OF  LIABILITY  FOR  INCl· 
DENTAL OR  CONSEQUENTIAL  DAMAGES,  SO  THE  ABOVE  EXCLUSION  MAY  NOT  APPLY  TO  YOU , 

IN  NO  EVENT WILL  THE  LIABILITY  OF  THE  COMPANY  FDR  DAMAGES  WITH  RESPECT  TO  THE  SOFT 
WARE EXCEED  THE  AMOUNTS  ACTUALLY  PAID  8Y  YOU  FOR  THE  SOFTWARE. 

CHOICE  OF  LAW  AND  VENUE 
1111  IUII\  Ｇｬｉｯ｜ｗＱｐＡｬｬｩ ｶｴｬｬ｣＠ ｬ｡ｷｳ＠ ｬｬｬｴｬｬｬＬｕｬｬｩｬｴＺｲｊｓｬｩｬｉｐ ｟ＧＭＮｉｉ ｉａｉＱＱｉＺｉｉｉＺｩｬｩｩｬＱｲＱｬｩｬｬ ＧＬＬＬｉｮ ｉｉｉｬｉｎｉＡＧｴ｜ＧｙｉＢｾ＠ ｲＮｴＮｲＬｬ ｉｉｓｉ｜ｬＱＧ＠ ｉｊｉｉｉｾｴＮｉｬｬ｜Ｇｨ ｬ［ｬ ＺＧ＠ ,I 
I\', ｐｉＨ｜ｖｉｓｬｦｬｬｬｾ＠ IhI' ｉＧｾｉＮｉｉｉｓｊｾｌ＠ venll!!  Inr  hl li till1ll11  Imrrrrflnil  III  i" ISIII\! IIllIl1l1l1"  IlJl A 1'; ｲｾｉ Ｇｷ＠ Tllrk Cnllrllv  tll'VI  ｹＨｬｬｾ＠ ,11111 
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MISCELLANEOUS 
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ｾ Ｎ＠ (OPEN)  button  and  thE'  diSC  tray  Will  0pE'n  PlacE'  ThE'  PunlshE'r™ disc on 

thE'  diSC  tra v  with  thl?  labE'l  SidE'  faclnq  up . PrE'ss  thE'  (OPEN)  button 

a-g a ln  and  thE'  diSC  traV  w ill  closE'.  Attach  qamE'  co ntrollers  an d  o the r 

pE' ripherals,  ClS  appropriate  Follow on-scrE'en  Instruc tions  and  refE'r  t o 

ｾ＠ ; ._thls .manual  fo r  Information  o n  u Sln q  the  so ftwar E' 

C.rd (8WB)(for PI.ySt.tlon82) 
b  savE'  qame sE'ttlnqs  and  proqress,  insE'rt  a  m em ory card  (8MB)(fo r 

I"'lcl y Stat lon(  2 )  Into  MEMORY  CARD  slot 1 o f  you r  Pla y Sta t lon-02 

sys tem  Yo u  ca n  load  saved  qame da ta  f rom  th E'  same  mE'mory card 

' (8MB)(for  Pla y Statlona  2 ) or an y  m E' m ory card  (8MB)( fo r  Pla y Statlon0 2) 

co n t dlnlnq  prE'v louslV  saved  qame s 

Grab  Shield/Start  Interroqation/Talk 

PE' r form  Quick  K ill 
Sw ap  \J\.leapons 

®  button 
® but to n 

o button 

Ll  but ton 

L2  bu tton 

EntE'r/Exit  Slauqhter  MOdE'/Kno Ck  Out  Shie ld 

SE'condary  Fire/Throw  GrE'n adE'/Throw  Shield 

Duck/Crouch  \J\.'alk 

L3  bu tto n  Duck/Crouch  \J\. 'alk 

Rl butto n : 

2 bu t ton 

R3  but ton 

J!r but to n 

51!'=. bu tton 

Primary Fire 

SIIVf' / Roll 

Enter Fine  Aim  Mode 
En t er  In-Gd mE'  Op t ions  Menu 
PausE'/RE'su m E' 

MENl  CCN- ｾｏｌ ｓ＠

LE'ft  analoq  s t lck/ 

dlrE?ct lonal  buttons  NavlqatE'  Menus 

G bU tton .  Co n f irm  Menu Selec t ion 

o button  Pr evIous  Seree 

ｾｾＬ＠ ｾ Ｎ＠ ｾ＠ ｾ ｾ Ｎ＠

-
" 

...;; 
ｾＧ＠

"..:  11 
' J; 

ｾ＠

'" 
' i! 

..•. .  ＧＭＧｾＺＮ Ｌ＠ ....  .ＬＮＬＮＮＮＬＮｾ＠

GETT "'NG ｓｲ Ｇ ａ ｾ ｒｔｅｄ＠

MEMORY CARD slol 

ayMEMORY CARD slol 
ｾ＠ I  I 

RESETbunon 

I  OPEN bunonlU 
t  .lJUSB connector 

f 
controiler port ,  

controller perl 2   ystation 2  cOnSOle types. For owners of 

l 
SCPH·70000 series P/ayStation 2 systems. refer 
to the sehlp Instructions supplied with your system. 

f 
'l 
'-t 

SE't  Up  vour PlavStation0  2  ComputE'r  EntE'rtalnmE'nt Sys tE'm  dccordlnq
ｾ＠

to  thE'  Instructions  In  its Instruction Manual  MakE'  SUrE'  thE'  MAIN  

POW ER  sWitch  (located  on  the back  of  the  console)  is  turned  ON  r:" 'PrE'ss  the  RESET  button  \J\. 'hen  the power Indicator IIqhts  up,  prE'ss  thE'  

ｾ

CONTROLS 
DUALSHOCK'2 ANALOG CONTROLLER CONFIGURATIONS 

L2  button  R2  button 

R1  bunonL1 button 

di rectional  
buttons  

ｾ ｾ Ｚ Ｎ＠

6.  button 
left analog stick 

ｾ ｾ＠

o  button 
(L3 button when pushed down)  ｾ＠

SELECT button  X  button  
ANALOGmode button   o  button  jSTART button 

right analog stick 
(R3 button when pushed down)  ｾ＠

CON--<OLS  (:)EFALL-)  ILeft  an alog  stick  MOVE'  PunlshE' r 

Rlqht analoq  stick  Co n trol  Camera 

Directional  bu tto ns '"  Switch BetwE'en  weapons  .1 
ﾷ ＭｾＢＷG bu tto n 



:,permdnently 

ARNAGE CHECKLIS T  

• 
" Befo re immersing  you rself  In  the  bru tdl 

world  of  The  Punisher,  you'll  need  to 

new Pro f ile  Use  the  dlrE'c t londl 

buttons  to  ndvlgdtE'  thE'  Prof ilE'  m E'nu, 

then  prE'ss  thE'  0  butto n  to  SE'IE'ct  dn 

E'mpty slo t . From  thE're , nam e  your 

Pro f ile  (up  to  8  characte r s)  then  selE'ct 

'Accept '  to  enter  the  Apartment menu 

You  ma y  dlso  Copy  and  DE'Ie te  Pro file s 

f ro m  t hiS screen by  selec t ing  the 

relevdn t  f lh?  If  you  select Copy,  the 

new Pro f ile m ust have  a  dl f tE'ren t 

name  than  t he origInal  Be  aware  that, 

nce  delE'ted , ProfilE'  In formation 

The  Punisher's  

base  o f  operatIo n s  and  dll  m iSSions  

III  start  dnd  end  he re. InS ide  the  

Apartment you have  several  options  

The  \A ar  Zo ne  shows  currpntly  avallablp 

m ISS ions  as  well  as  MISSIo n s  thd t  The 

Punlshpr hdS  alrpady  complE'tpd  USE' 

thE'  Ipft analog  stick.  or di rec t ional 

bu tto n s  to  highlight  a  Mission  and  thpn 

press  thp 0  button  to  enter  the  Br iefing 

menu  From  here  you Cdn  check.  out  thE' 

par t icula r s  of a  given  Mission  as  w ell  as 

sw ap  you r  WE'dpOnS w  ith  those 

cu rrentl y  aVd llable  rn  your Armory 

Press  thE>  0  button o n  "Star t  MISSion " 



You r  per form ance  on  each  lE.>vel  nNs 

::2a  number  of StV IE.>  POin ts  to  SpE.>nd  on 
.'u 

Up'lradE.>s  In  the  Apar tment a t  the 

conclusIon o f  each  MISSIOn  You  must 

top you r  pr E.>v lou s  score  In  a  'l ,ven 

level  for  anv addit ional  Sty le  POints  to 

The  follOWing  is  a  list  o f  available  Upgrades: 

.SOdy Armo r :  IncrE? ase>s  The>  Pun lshe>r ' s  abil it y  to  takE'  damagE' 

.Kill Recove r y  Sligh tly  IncreasE'S  ThE.>  PunlshE' r 'S he>dlth  w ith  e>ach k ill 

.Lon ger  Slaughter  M o de  IncrE'asE.>s  the>  du ra t ion of  thE'  Slaughter  Mode  m e> tE' r . 

• Increased  Accuracy  Increases  The  Pun lsh e>r ' s  accuracy  Wi th spe>clf lC  w e>apons 

.Iilcre> a s ed  Ammo  CapaCit y  Incre>a se>s  ammo  capacity  o f  spe>Ctf lc  wE'apons 

.Increased Gren ade  CapaCity : Incre>asE's  th e>  number  of  gren ade>s 

ThE'  PunlshE.>r  can  carr v 

.Increased MagaZine  Size  Incr e>ases  the  number of shots  In  e> ach  clip  for 

speCific  weapons 

.Attach  Scope  AttachE.>s  a  scope  to  speCific  we>apons  for  c3ccuracv  if  zoomed 

.Attach Silencer:  Attaches  a  sllE'ncE'r  to  speCifiC  ｷ ｾ｣Ｓｰ ｯｮ ｳ＠ to  attract 

Fro m  thiS  m e>nu,  you gain  accE'SS  to 

additIonal, u nlockable gOOdiE'S  as  w e> 1!  as 

additional  gameplay  m o dE'S  The>sE' 

Include>  the>  follOWing 

.Comlc Covers  View unlocked  full

colo r comic book COVE' rs f rom The 

Pun lshe> r' s lengthy car eer 

.Cheats Activate unlockE'd cheats to 

enhance 'lame>pldY 

t:- .ii,' ｾ＠ ＭＺｾ＠

Options 
The Opt ions m enu e>nables the> pidYN to cus tom ize thE.> 

game>, Including Con t rols , Gam e , and Audlo / Vlde>o Op tio ns 

From here VOU can adjust the follOWing Opt ions 

.Invert Camera Enable or disablE' flipping of the camera 

.Co ntrol Style Choose from several pre- set control tvpes from the 

AdvancE'd Controls menu 

ｾ＠Ｎ＠ • I 

ｾｾ Ｇ＠ ［ｾＮ＠
ｾ Ｎ＠ ｾ＠

-,' Ｌ＠ ｾ Ｎ＠

.Default Settings: Restore all control Options to their original ｳ ･ｴｴｬｮｧｾ＠ . 

from the Advanced Controls menu 

.Crouch Toggle Set the crouch button as a toggle 

.Zoom To ggle SE't the zoom button as a toggle 

Fro m her E' you can adjUst the fo llOWing Options 

. Gore Level AdjU s t the ove>rall Vlole>nce level 

' ,/ " 

.Default Sett ings Res tor-e all game Options to the ir a nginal settings 

. Vlbratlo n Toggle the Vibratio n funct ion on and off 

.Closed Capt IC),] Turn subtitles on or off 

. Sho w TutOrial messages : Displav instructio ns In tuton al levels 

.Show style pOin ts loggle the sc or e> on o r o f f In t he H 



THE HUD 
·,. .f t 

9 - ----; 

8 ｾ＠

- :. 9 

6 

1----; 

2 

4 

Thp HUD (HPdds up D isplay)  sho ws d  wPdlth  o f  infor m at ion  abou t 

Thp Punlshl? r  From  this  dlspla v  y ou Cdn  track  I?vpry thlng  f rum  his 

o Vl?rall  Hl?alth  to  the  ammo remaining  In  his  w eapons  Fo r  m o rl? 

dl?ta iled  Info rmation  o n  each  item, please, u se  the  'foll o wing  numbers 

which  correspond  with  their  on- serel?n  counterp arts  depicted  here 
, r 

Health Bar :  Frank Castle  IS a  remarkqble  man',  but , he  IS  onlv  human 

c' fed  ｴＱｾ｡ｬｴｨ＠ bar .ir,l  the  lo w er  left  co rner of, the  SCrl?eh  represents  his 

curre.rlt  health, As  he  takes  dei'mage ,  the bar  shortens.,.. If .It  ｩｾ＠ depleted,  •.•. ｾ ＬＮ＠

The  Punisher dies  The  bar  ca n  be .replenished  by break ing  thuqs  w  it,h  ｾ ＡＮＺＧｾ＠
Inter roga tIon or by USing  Siaugh tp r  Made  '  ...  - ｾ＠

Slaughter  Mode Bar  The Pun lshN  can  enter a  state o f  rage,  dealing 

amazing  amo unts o f  ddmage  In  SIauqJ;1ter  Modp,  The  blue  bar  in  the 

lower left  co r ner  Indicates ho w  lo ng  he  can  remain  In  thi s  near 

superhuma n  state  (fo r  m orE'  In fo , please  se p  Siaughtp r  Mode  on p 12) 

ｾ＠

ｾ＠

il' " 
ｾＢＧ ｉ＠ ＬＮＮﾷ ｟ ＮＬ｟ｲＱｉ＠
ｾ Ｇｬｉｩ｣ＡｯｬＭ ..s... 
:=:.=i'o 

,  ..,..,.,..,...'-
｜＠ ｾ ＢＢＢＢｾＭ Ｇ＠ Ｎ＠

XfE 'lAKES DOWN\ t ｾｯｾｰｩｴ｡Ａ＠
r  ｾ＠ to 

3  C u rren t  W  e apon  The  Pun lshpr's cu rn?nt weapo n  has  a  co rrespo nd ing 

ｉｭ ｡ｾｾｯｮ＠ th e  lower  right  co r nN,  two  Icon s  If  he  has dual Pistols  o r  n fl es 

If  he 's  Wield ing  grenades , a  gr e n ade  Icon  appPd)s  w hen  he  IS  unarmed 

or brandishing  a  Single  r ifle  A  ShlE' ld  Icon  ind icate s  The  Punisher has  a 

human Sh lPld  an d  canno t  dua l- W ield  wl?apons  un til  thE'  t hug  IS  re le ased 

or kill ed 

4 Remcllnlng  Am m  o  In  Cl IP  The  number directlv  beneath  the  weapon 

Ico n  represE'n t s  the  a m o u nt of  ammo  that  can  be  fired  be forp  emptVlng 

the  clip,  forcing  d  r elo ad  The  number  turns  o range  when  the  clip  is  close 

to  runn ing  out  The  Punisher will  also  auto -reload  after a  fe w  se conds 

of  Inact lvi t v 

The Pun lshp( will n o t automat icall ll r p load hiS nfles w hllf> uSing two at o nc€' Yo u can forc£> 

h im t o ( e lo ao hiS nght-handeG n fle , but hI!' w;1I dr op hiS le f t -hanof>o n fle to dO so. Rifl€' s In th l? 

left han a cannot lJp r plo aded 

5 Total  Rem a Inin g  A m  mo:  The  orange  bar dlrectlv  t o  the  r ight  o f  the  Clip 

numbe r  IS  how much  to tal  ammo  rE' m a ins  fo r  that  weapon;  it  flash e s 

w hen  the  ammo  runs out 

If  The  Punisher  runs  o ut of  nfle ammo, he  holsters  th E'  r ifle  and  dra w s 

pisto ls  and  VIC I?  ver sa  If  Frank  eve r  runs  out o f  ammo  complptelv,  he'll 

have  to  r e lv  on  hiS  f ists a nd  any  Implempn ts  he  can  grab 

6  P ick  Up/ Swap  \1\ flapons dnd  Items  o n  the  gro u nd  can  be  pi cked  up  bV 

m oving  The Pu nishe r  ove r  them and  pr ess ing  the ® button 

,If  the  Obwct  is  a  second  ri f le  of  the  type  he's  cu rrE' n tl y  W ield ing,  he'll  use 

bo th  t o  m o w  dow n  fo es  If  n-o t , he'll discar d  hiS  cu rrl?n t  wflapon . ' 

7  Score  ThE'  CLl rrE'nt Sc-or e  and  Combo  arE'  displaved  in  th E?  u ppe r  right 

cornl?(  of  the  sereen  (pleas e  see Scorin g  o n  p 10 ) 

8  Pa in  IndiCa t or s  A  r E'd  pa in  Ind leti tor  appear s  on  the  top , botto m  ,  left, or 

'nght  SidE'S  o f  the  Scr E'E'n  to show w hich  dir e ct ion  the  at tack  IS co m ing.  If 

all  fo u r  light Up  at oncE? ,  ThE?  Pun isher  IS  tak ing  envlronlliE?ntal  damage 

(from  f ire ,  for  E'xam ple) 

9  In fo rmation Boxes  ThE?5e  pop-up  bO XE? s  prOVidE?  Informat ion abo u t 

am mo,  Interrogatio n  Instruction s , dialo g  subtitles ,  E?te.  TheSE? 

t VPlCaliV  appear  in  the  upper  left cornE' r  a nd  stay  for  s E'vE!rdl  s E?co nds 

":' 



t  i,'CARNAGE 
In  The  Punishe r. scoring  IS  very  Importan t  since  It's  the  only  w ay  to  earn 

p,?ints  for  UpgradE'S at  the  end  of each  MISSion  ihe re  are  th ree  elemen ts  to 

total  number of style  pOin ts  c1 tta lned  In  the 

current  level 

_Combo  This  represents  the  current s trE'ak  of consecutive kills  Every  fifth 

kill  or  successful  inter rogation  Increases  the  co mbO multiplier  by one 
AchieVing  long combOS IS  the  qUickest  w ay  to  a  m aSSive , overall  score 

The  combo  multiplier  rese ts  w hen  The  Pu n isher  t akes damage  or  harms 

an  Innocent 

- Mix  It Up . The  surest  avenue  to  garner higher point  totals  IS  to  vary  the 

manner of  inflicting  carnage  as  The  Punisher  rampages  throughout  a  given 

area  MiXing  up QUick  KillS,  EnVironmental  Special  Kills,  and  garden  var ie t y 

gunshot  wounds ma Ximizes your  scoring  po t ent ial 

Inwrro9atlons and Quick Kills 
The  basic  idea  behind  Interrogations  IS  to  squeeze enemies  fo r  Valuable 

In.formatlon  This  could  unlock  hidden  rooms,  uncover  weapon  caches  or 

.reveal  back -story  and  enemy  secrets  It's also  a  gOOd  way  to  rejuvenate 

frank's  life  bar 

After  grabbing  a  shield  (any  enemy you can  wrap  your hands  around), 

The  Punisher  can  usually  employ  four  baSIC  types  of Interrogation  anywhere 

1Choke 

2 Face  smash 

3Punch 

4  Gun  Tension 

You  u se  e ithe r  t he  lef t  o r  nght  analo g  s t ick  to c'ontrol  the  am ount of 

abuse  you  in fl ic t  on Frank 's  victim  Press up and  down  to heIghten  the 

pres sure  o n  the  Infor m an t 

Use punishment  to  raise  the  v lc t lm 's  fear  bar  t o  the  orange  sec t ion  of  the 

Inte r roga tion  metE>r  and hold  It  the>re  unt il  the  Criminal  IS broke>n 

Focus  o n  inte r rogatIng  foes Wi th  skulls  above>  their heads , as  the y  possess 

important  In fo rmat ion 

You  can  always  return  an  enemy  to  the>  shield  POSit ion  to  take  the  he a t  for 

Frank  Shields  are  gOOd  fo r  protecting  Frank's Health Bar 

Each  successive  choke,  punCh,  or  face smash  reduces  the  Shield 's  health  and, 

if  you're  to o  aggressive,  might bring  the  questioning  to  a  premature end,  If 

you successfully break  one,  you  hear  a  chime,  see "Broken!"  appear  on 

screen, and he tells y ou what he knows . Then you can do w hat you Wish 

With him, be It returning him to the shield POSition or ending him right then 

and there However, you will lose Style POints jf the In terrogdtlon comes to. 

an abrupt end 

No rf' SCI 'If' Po,,-, rs cln" dpductpd f ro m Tnp DumShpr 's scorp If hi' ｫ ｻＯＯ ｾ＠ a Crim ina l dunng GeflPr al or 

[ m 'rron 

spo t s o n the grou nd Simply grab a shield and m aneuver him over to . 

ne o f these spots , then beg in the Interrogatton 

As In General Inter rogat ions, use either the left or right analog stick 

to con t rol the pressu re on the Vic tim an d be ca reful w he>n punishin g 

the> thug 



u n /sher's 

burgeoning , cr im inal-cr u shing  arsenal 

has  a  number  o f  QUick Kill s  dSSO 

'wl th  It . Depending  on  the  weapon , 

K lns  use  dmmunlt lon , redUCing  ammo 

levels  approprtately. Perform  these by 

ge tting  cl ose  enough  to  a  foe to  display 

the  QUick  K ill  prompt o n -screen,  and  then 

presS ing  the ® but to n 

In  addition  to  Instant Quick  Kills,  The Pun isher  can  also  pprform 

Environmental  Special  Kills  (deno ted  by  an  orange  spo t  on  the  ground) 

As  wi th  EnVironmental  Inte r rog ations , you  need  t o  take  a  shield  and 

m aneuver him  into  the  highlighted  loca ti on  before  tak ing  him out when 

the  Special K ill  option  appe ars  on-screen 

A  success ful  QUick  K ill  gains  The  Punisher  d  s liver of a  bar  o n  to  hiS 

Slaughter  metE'r , w hi le  a  success ful  SpE'clal K ill  Will  earn  m orE'  on  the 

\A.'hen  it's  time for  the  k id  gloves  to 

come o ff,  ThE'  Punisher  can  enter 

Slaughter  Mode  The  Slaughter  Mo de  bar 

IS thE'  blue  bar  In  the  lower left corner 

ThiS  mett'( gradu all y  deplE'tes  w hile  The 

_Punisher  IS In  Slaughter Mode  Once  It 'S 

E'mpty , hE'  return s  to  hiS  prevIous state, 

w hettler  that 's  ar m ed or unarm ed 

Ｇｮｾｴｳ＠ ;' .. 
From  time  to time. an  Innocent  person  stUmnies IntO  th;--"" 
midst o f  a gun battle or  iS  taKen hostage ny  some lOwl ife 

scum  Killing  an  innocent endS  the game . punishment  <5  for 
crim inals onlY  Targeting  an  Innocent person  changes  the 

aim ing  cu rsor  to a  red orcle  With an "/' through  It. .,  '  . 

M&acI.'s 
After  co mplet ing  a  level  and  meeting certaIn 

cr ite ria , The  P·un lsher  can  earn  one of  th ree 

';medals  bro n2e , s ilver,  or  gOld . B ron2e  IS  available 

on  all  diffi cult ies  Silver  IS  available  o n  Medium  and 

- Hard,  while  gold  IS  reserved  for  the  Hard difficulty 

onl\!  These  medals  unlock  various Extra  m odes, 

concept  art,  and  more 

All  progress  In  your game  is  automatically  saved  when  you  reach  a 

new sect ion  or co m plete  a · miSSion  To  continue  a  miSSio n  from 

w here  you left o ff,  go  to  the  VI/ ar  Zone  and  select  the  m ission 

denoted With  The  Punisher  skull . 

Also,  you  can  m anually  save  the  game by  selec ting  the  " Save "  op tio (l 

ｦ＠ ｾｯｭ＠ thE'  ApartmE'nt mE'nu  T 



" 
; 

The  Punisher  IS  a  master craftsman,  but  a  craftsman  IS  only  as  gobd  as 

hiS  tools . To  that  end';  Frank  haS  a  staggenng  array  of weaponry  In  ｡ｮ ｾ＠

sizes,  Shapes  and  cretin-crunching  calibers  with  which  to  mete out 

punishment  to  all  foolish  eno ugh  to  stand  in  hiS  Wdy 
ｾ＠

., 

';,\ 

Ranging  in  s lz e ,  shdpe " and  sheer destructive power. here's  the complete 

lis t  of weapons dVdlldble  dS VO U  proceed  th roughout  the  game 

ｾ ｾｉｍｇｵｮ＠ .;; 
30  pounds  of  belt-ff'd,  hip-fired,  Hell-on-Earth 

t, 

ﾷ＠ ﾷ＠ ＵＮｾ A.sault ··RIn. 
, 

ｾ｟ ＭＱＱ＠
Co n slden?d  dmong  the  best assault  ,l- M  ·  !'< J! 

5.56)1)1 JlSSJlIJU' RIFI£ --

ｾ＠ >- ...,• . Wt . 
v 

ＮＨ ［Ｒｾｉｍ＠ J\ SSAl ILT llW I.E 

..ｾ ｝＠ Autonwtlc Shot9un 
A  precis ion-engineered,  ledd-bn>d th ln g,  dragon 

il(J'rOillJll'lC SflO'I'(mN 

',.,.' 

i 
snip« Rln. 
Can  kill  a  drug  dealer  at  1400  yards 

1·...;<· 

ｾ＠
ｾ Ｎ ｾ＠ .  -. 

ｾ＠ .  ｾｰ｡ｴｨ＠ ,n  a  d,sposabIP,  I 
. ｍＺｴｉﾷｾｮｫ＠ W.apon 

.)  II 
fIiI i 

r-, ANTI-'l'ANU ＢｲｬｾｉＩｏｎ＠

Flam.throw.r 
Perfect  for  campfires  and  barbecues 

a.tu. RI,.. with Scop" 
The  future  of  infantry  warfare 



----
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..... :\ 
ｾＱａＨ［ｮｉｎｉｾ＠ PIS'I'OI, ＵＮＵＨ［ｾｮｬ＠

.45 CAL SEMl lurronATu; 
I' IS'I'OI. 

i_,
ｾＬ
-
Ｍ

.,e:!I 5.Tmm SUbmachlM Gun H.ncs c.nnon
" 

SIppk,  top-Iodding,  <" rgonomic  desIgn .  For  t lm ps  w hen  S IZ P  m a ttprsｾ＠
n AND CANNON 

5. Ｗｾｮｬ＠ SUR)IA(;RINI? GUN 

11 
 ' .JIIi.. - _......ｾ＠ .40 ｾｉ＠ SUbnwchlM Gun (SMG) .45 cal M.chiM Pistol 

Compact , dccura tp  and  rellablp  submachln e  (  18  rounds per  seco nd ,  rig ht  In  thp  Dalm o f r 
•  ""F'\  gun chdmberpd  fo r  a  cartridge with  you r  hand 

Increased  term ina l  effects on  the  ta rget 

.(.0 CAt ｓＨｊｂｾｉｩ｜ｃｲｮｎｅ＠ GlJN 
ｾＺｻ ｾＮ＠

ｍｾｨｉｍ＠ Pistol 5.56MM 

rr Powerful  Co mpact  The  ultimatePump Shot9un 
...  :  ＮＡＮｾRugged  and  reliable,  and  m achin e  pistol 

handy  for crowd  control 

I'IJMI' ｓｉｬｏＧｉＬＨｾｉｊｎ＠

.50 c411 s.ml.utorNItlc Pistol 
Needs  a' f Irm  gn p 

Ｎｾ＠

Gr.n.ca. L.UnCMr 
.50 CAl. ｓｅｾｮａｬｲｲｯＪｉａＱＧｉｃFires  low-veloc ity,  40 MM  grenades 

-1'IS'tot 

,

1- Ｈ［ｬｴｅｎａｊＩｉｾ＠ IAIJNClllm  r
., ｾ Ｂ＠ Ｇ ｾ＠ -Ｎ

ｾｬ ｬ＠
Ｂ ｾ＠

.45 cal ｳＮｭｬＮｾｯｾｴｬ｣＠ Pistol -,a
Cla SSIC  deSign  ｯｮ･ｾ Ｍ ｾ ｴ＠ s toppIng  powerR.volv.r 

Slow  to  load,  but  accurate  and  reliable  ｾ＠



he  Pun isher  e nco unters  d  leq lon  o f  foes 

s tandinq  be tw ee n  him  and  the  completio n  o f 

his  quest,  but  he  also  has  help  from  several 

He 's  a  down -on -his

luck losE' r WhO' S had 

a strinq of bad luck 

both personall y and 

professionally , and ,he 's 

bas lcall\" reslqned to 

being screwed for the res t 

of hiS l ife He hdS flashes 

o f assertiveness but backs 

down if challenqed . 

u.ut.nant Molly 

von Rlchtor.n 
Compdred to Soap, Molly has a so fter 

outSide , but with iro n underneath. She 's 

pleasant and pe rs uasive when tha t seems 

likely to get her what shE" wants , but sh E> 

can turn aqqressivE" and hard- edged If 

thWarted or if slfe think s that's a better 

t ack to take in a certain sitUat io n 

.li1al =tW,.a  
TM Gnucd Family 

he Gnuccls are ruled by their 

matriarch, Ma Gnuccl, and 

bound by family t ies . Me'S 

sons serve as ItE'utE'nants 

In her orqan lza tlon ThiS IS a 

typiCal MOb sv ndlcatE' t hat 's 

Into local Crim e , such as 

controll lnq unIons , IIIeqal 

gamblin g , and ｾｲ ｵ ｱＭ ｲ ｵｮｮｬｮｱＮ＠

hey tend to carry small 

arm s- pistols and sho tquns 

Elite mE'mberS o f the fa m ily 

are occaSionally armed wi th 

submachlne quns 

TftE 
RUSSI 
ｍｅｒｃｓ Ｎｾ ﾷ＠ ［＠

qroup's chain o f co mmand IS In con tinuous disarray, W ith the toughE'st . 

thuq of the m o ment leadlnq w hile those be neath him con tinually Jockey for 

m ore power Its members are ruthless, lack lnq mercy or concern for 

collatera l ddm aqe . They are all ex-Russian militdry, banded toqether to 

carve ou t power and w ealth fo r themselves The y control dOCkyards a nd 

ShippIng, smu ggllnq assaul t rr fl e s, hlqh- end weapons, and explOSives 

he mercenaries to te heaVY f lrepow€'r and a lot o f It. Th€' lr baSIC n f l€' IS the 

7 62mm Assault RlfI €' , altho uqh It Isn' t unusual for a mercenary to pull 

out hl?av le r ha rdwar€', such as a fl am e thrower 



BushwaclWr 
HE,'5  a  pro fessional  dssas sin 

and d  bdd , bad  mdn  A 

former CIA  dgent , he's  a 

weapo n s  expe rt ava ilable  t o ETERNAL he  hJl:Jhest bidde r  He's 

gruff,  tough-tdlklng,  andSUN hard-edged,  With  no 

tolerance  fo r  w eakness 

CVbernetlc  w e aponry 

,   Implants  make him  a 

dangerous  fo e 

THE RUSSIAN 
This  YdkuZ.d  syndlcdte  IS  tightly  controlled,  with  d  strict  hle rdrchV,  ru l@d  b 

A  hu ge  br u te  o f  a  m an , 
smdll  number  o f  seldom-seen  lead@r s.  This  o rgdniz.dtlon  speCldl lz.e s  In  hlgh-

thE'  RUSSian  IS  thorou ghly
t@ch  crime with  glObdl  connectio ns,  operdtlons  Invo lving  lo t s  o f  cas !""1and 

amoral  and  ext r emelv 
high  stakes-counter feiting,  cre dit  frdud,  softwdre pirdc \l , etc  Mo n e v  IS 

Vio len t . He 's  a  co m bina t ion 
laundered  through  legitimdte  flndnClal  enterprises  thdt  the\,  con t ro l 

pro feSSio nal  assassin  and  

Members  dre  very  well  drmed and  equ ipped   one-man dE'a t h  squad 

He almos t  n eve r  uses 

w eapo n s , pr e fe rrrn g  to  get 

u p  close  and  per so nal  Wi th 

hiS Vic tims, k ill in g  them  In  an . 

extended  braw l  He  do es 
ｾＮｉ Kr.'9kOpf have  a  tW ls t @d  sense  o f 
K r@lgkop f  IS an  American , a  mdssive  fo rmer  hum or  that manifests  Itself , 
gen eral  In  the  U  S  m lllt Cl fY,  no w  gon e  rogue  hll@ he ' 5  beating  hiS Vict im 
:dnd  In  ｣ｨ ｡ｮｾ｀＠ of an  orqanlza t lo n  o f  Ru ss idn  sen seless , but he s  d@adlV 
"mE;'rCend rt@S  H@'S absolu tel y  r uthless,  cruel,  se riOu s  about hiS work 
d nd  brillidnt.  While  still  In  the  Ar mV,  he 

assdulted  a  subordinate  and  r enderE'd  him 

I pdrdlyz.ed . He  skipped  bdil  w hile  dWdlting  tri dl, 

escdped  to  Russid  dnd  w orked  hiS  wdy  into 

,hiS  curre n t  positio n . He  giVE'S  orders  thdt  he 

E'xpects  to  be  obE' y ed  instdntly . A  ver y 

http:pdrdlyz.ed
http:speCldllz.es


eve's  
Here  you' ll  f ind  a  seh?ct lon  o f  thl?  locdles 

The  Punisher  finds  himself  Vis iting  In  his 

qUl?st  to Dring  hiS  foe s  t o  Justice,  In  hiS 

own unique  way 

c.ntra. Zoo 
The  Central  Zoo , after hours,  IS 

controlled  by Gnucci mobsters  eager 

t o  mak e  the ir  n ames by  taking  down 

The  Punisher 

Co n t ro lling  Svndicate 

Gn ucci  Fa mily 

GnuccJ Mansion 
Exp€'ct  hE'dVY  resistancE'  as  famll 

mem bers JOin  the  f ray  to  dl? fend 

their  home 

Controlling  Sy nd icate 

Gnucci  Family 

TN H41rbOr 
The  thick  fog  hides  The  Punisher 

as he pro w ls  thl?  docks  'vVI?II- t ral n l?d 

m e rCE' narll? S await  him around 

every  claustrophobIC  tW ist  dnd  turn 

Con tro ll ing  Syndicate 

R USSian  ME'rO?nd rlE'S 

TN Dane. Club 
The  Pun is her  IS  dE'f lnltel V  not on  the  A

list Yakuza m ember s makE' It d m a t te r 

of honor to stop him . or diE' t rV lng 

Con t ro lling Synd ica te 

j...Ｎｉｾ＠ ＮＺ＠

T' P S 
- .- ._..  . _ _.  -

you empty o ne gun , don 't keep carrying It 
ｾＭ Ｍ Ｍ - -- - - - -- ---_. -
ｾ ＮＡｾ ｮ ､ｾｬ＼Ｍ ｾ 9. ｦ ｲ ｾ ｾ ｴＡＮＮＮ＠ ｬｩｪ ･｡ｰ ｯｮ＠ f ro m a fall en foe , ali 







and  Sonic Fuel  Music (BMI) 

All  Rights Reserved . Used  By  Permission. 

Additional Music by: 

APM - Associated Production Music, LLC 

Hollywood,CA 

'One Way Street' 

Written and  Perfonned by N/A 

"Rob Wentz and  Paul  Karlik appear courtesy of both  Paraminion Studios  and  WTII  Records" 

BIN 

ｾ＠
..... '!' ｾＮＺﾷＴVIDEO 

Game  Code  ｾ 2005  THO  Inc  MARVEl, The  PUnisher and  the distincove IikenesslesJ thereol arB trademarks of Marve l 
Chara cters,  Inc.  and  are used with permis si on.  Copyright ctl2005 Marvel Ch aracters, Inc.  All Ri ghts Reserved. 
www.marv el.com.  The  Puni sher  is produced under license from Marvel Characters. Inc .  Developed by Volition,. lnc.® 

.ｾ＠ Ｎ＠ The  Puni sh er uses Hevok® Physics.  ctlCopyrightl999-2004  Havok.com  Inc. (and its UcensorsJ. All Rights  Re se rved, 
•  Se e www.havolLcom for details.  Volition.  Inc., Uses Bink Video. Copyright ctl  I 997,2004 by RAD  Game Tools, Inc. 
,  Volition, TH O an d the ir respectiv e logos are trad emarks and/or registered  trademarks of THO  Inc.  All  Ri ghts Reserxed.'. 

'All other trademarks, logos and  copyrights are  ｰｲｯｰ･ｾｯ ｦ＠ thllir ｲｂｳｰ･｣ｾｂ＠ ｾｷｮ ･ｲｳ Ｎ＠ '.  ': 

[Including but not limited to,  non ·licensed game enhancement and  copier devices, adapters and  power suppl.ies);  (c) the Product  is use d 
'.  for commerc ial purposes (In cludmg rental); (d) the  Produ ct  is  modified or tampered with; (e)  the  Product's serial  number ha s been 

.;:  ahllfed. defaced  or removed. 
ｾ Ｎ＠ ' 

i;:  ftepairs aher Expiration of Warranty 

ｴ ｾＬ＠ .  .  . 
:After the mnety (90) day warranty period, defective Product ma y be  replac ed in  the United States and Canada for US$25.00. The original 
purchaser is entitled to the  replacement of defective  Product for a fee,  only if proof of purchase  is prOVided  to THO. Make checks 
payable to TH OIn c. and  return the product along with the original proof of purchase to the  address  listed above 

WAR RAN1Y  IS  IN  LIEU  OF ALL  OTHER WARRANTIES AND  REPRESENTATIONS.  NO  OTHER WARRANTIES  OR 
'REPRESENTATI ONS OR  CLAIMS OF ANY NATURE  SHALL BE  BINDING  ON  OR  OBLIGATE THO. ANY APPLICABLE  IMPLIED 
WARRANTIES OR REPRE SENTATION S,  INCLUDING WARRANTIE S OF  MERCHANTABILITY AND FITNES SFOR  A PARTICULAR 
PURPOS EAREHE REBY LIMITED TO  NINETY (90)  DAYS  FROM THE  DATE  OF  PURCHASE AND ARE  SUB JECT TO  THE  CONDITIONS  SET 
FURTH HERE IN.  IN NO EVENT SHALL THO BE  LIABLE FOR CONSEOUENTIAL OR  INCIDENTAL DAMAGES  RESULTING  FROM THE 

;J3 REA CH OF ANY EXPRESS  OR  IMPLIED WARRANTIES 

pillVlslons of this warranty are valid in the United States only.  Some states do not allow limitations on how long an im plied warranty 
Dr el(clusi on of consequential or incidental damages, so  th e above limitations and exclusions may not ap ply to you.  This warranty 
you sp ecific  leg al  rights,  and you may also have oth er nghts, which may vary, from  state  to state. 

,CoPYing of this Product or any of its contents or elements is  illegal and is prohibited by United States and  international copyright laws 
Back-up or archival copies of this Produ ct or any of its  contents or elements are not auth ori ze d and are  not necessary to  protect your 
Product  United States and international  co pyright laws also protect this manual  and other printed matter accompanying this Product 
VfO!arors wiD be prose cuted  . 

Music Cr edits 
Original Score composed by Sonic Fuel  

© 2004  Sonic Fuel Music  (BM I)  

Performed by  the Slovak National Radio Orchestra  

Re corded  and  Mixed by Jeff Va ughn  

Sonic Fuel  is Timothy Michael Wynn  and Christopher  Lennertz  

Orchestrations by  Dana  Niu, Marcus Trumpp,  and  Andrew Kinney  

Contracted  by  Paul Talkington  

Conducting  and  Music  Preparation by  Allan Wilson  

Additional Music  by Gerard Marino and  Corey Jackson  

"Dark In Here"  

Words and  Music  by Timothy Michael Wynn  and  Alien Ant Farm  

Performed  by Alien Ant Farm  

Produced  By Timothy Michael Wynn  and  Alien  Ant Farm  

Orchestra Arranged by Christopher Lennertz  

Recorded and  Mixed by Jeff Vaughn at  Son ic Fuel  Studios  

Copyright ©  2005  DreamWorks Songs (ASCAP)!  

Karate  Pants  Music Worldwide (ASCAP) I Sonic  Fuel Music  (BMI)  

Worldwide  rights DreamWorks Songs! Karate  Pants  Music Worldwide! Sonic Fuel  Music  

Administered  by Cherry Lane  Music  Publishing Company,  Inc.  (ASCAP)  

L:mited  Wdrrdntv 
Ｇｾ Ｘ ｲｲ｡ ｮｴｹ＠ and Servi(;e Inlormation 

In 'the unlikely event ot a problem with  ｾｯｵｲ＠ produ ct ("Product'), you may only need simple mstructlons to correct the problem. Please 
contact the THO  In c. ("THO') Customer Service Department at (818) 880,0456 or on  the web at http://www.thq.com before returning the 

.'  ,1}'!dUC! to a retail er  uve Customer Servi ce Representatives are available to help you Monday through  Friday  Ｙ ｾｭ＠ to 5pm PST or you 
,  ｣ｾ use our automaTed systems by phone or on the web 24 hours a day, 7days a week.  Please do not send any Product to THOWithOut 

:.  ｾ｣ｴ ｩ ｮｧ＠ us first.  Your 5 digit Product Code is 40049.  Please use thiS  code to  identify your Product when contacting us. 

limited Warranty 

THO warrants to th e best of THO's ability to the original consumer purchaser of the  Product that the medium on which the Product is 
recorded shall be free  from  defecls in materials  and workmanship for 8  penod  of nmety (90) days l rom the onginal date ot purchase. 
The Product is sold "as  is:  without express  or  implied warranty of any kind,  and THO  is  not responsible  fo r any losses or damages of any 
kind resuhing  from use of this  Product.  if a defect occurs during this ninety (90)  day warranty period, THO will either repair or replace, ｾｴ＠

.:  THO's option, the  Product free of charge.  In the event that the Product is  no  longer available, THO may, in  its  sole discretion, replace the 
ｾ＠ ＺＬ＠ Product with a Product of comparable value.  The  original purcha ser i,  p.ntitled to  this warranty only If the  date of purchase is registered 

at pomt of sale  or the consumer can demonstrate, to THO's satisfa ction, that the product was  purchased wilhin the  last ninety (90)  da\,s. 

To Ml(;e ive warranty service: 
ｾ＠

"  Nanty the THO Customer Service Department of the problem  requiring warranty service  by calling  (818) 880·0456 or on  the web  at 
,\  tmpJ/www.thq.com.lf the THOservice technicianis unablp. to solvethe problem byphuneo ronthewebviae.mail. he wi ll authorize 
t you to return the Product,  at your risk of damage, tre ight and  insurance prepaid  by you, together with your dated sales slip or similar 
fi  proof-af-purchase within the ninety (90) day warranty period to' 

r: 
ｾ＠ THa ine. 
!'  Customer Service Department 
ｾ＠ 27001  Agoura  Ro ad, Suite 270 

Calabasas Hlfis,  CA 91 301 

THais not responsible for unauthorized  returns of Product and  reserves the  right to send such  unauthorized  returns back to  customers. 

I 
t  thiS warranty shall not be  applicable  and shall be void  if:  (a) the defect in  the  Product has arisen through abuse, unreasonable  use, 

misueallTlent or ne gle ct; (b) the  Product is used with products not sold or licensed by Sony Computer Entertainment America  or THO 

http:http://www.thq.com
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